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7 A 1 7 CODE! 

i ~To.add extra enemies and more 

_ -violent deaths to this MA-13 
shooter, press START to pause 

_ the game, then press C, B, A, 
B, B, A, B, B, C, B, B, C, C, 
B, B, C, B, C, A, C, C, A, A, 

A, B, B, B, A, C, A! 
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Hi SUPER STREET IGTER TURBO HTS THE ARCADES 


Find Akuma, the hidden boss character!!! 
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Until now, to get the feeling of major 
league baseball, you had to be willing to eat a 
98-mile-per-hour horsehide sandwich. 


No more. "Ken Griffey Jr. Presents: 
Major League Baseball" 
gives you all the 





excitement of (tani ey-iy-)cy-) a Gm 





For a fraction of the cost of recon- GpERE7OntuNTanE "EXT PASRUSE NTE: 
4 = PLAYERS, INCLUDING EXTRA-CLEAR TEAM LOGOS, 
structive dental surgery. Because it's REM GR DREN: HANSEL)” AOWROOE SAAN ene e 


the first and only baseball game that plays by Ken Griffey 
Jr.'s hard and fast rules: Play hard. And play fast. 


And the realism doesn't end there. Check out NHL® Stanley 
Cup® Hockey and NCAA® Basketball. They've got Super NES! 
exclusive [rd perspective. So your viewpoint 
rotates with every change of possession, objects 
% shrinking and scaling with every step. 
dust like you're on the field with 
“the pros. (The best play ini Sram Cup 


‘here, remember?) se Ra 


MOST CERTAINLY WILL, 






‘Y And those are just a few of the 


titles: in the [EREERGN Super NES Sports 
“Network. We're talking over 75 Tho here. 


With Lots more to come. 


NCAA BASKETBALL 5) aI So forget the next Level. If tH Gf 
KINDS OF RIM-WRECKING MONSTER 


JAMS. (FLYING GLASS SHARDS NOT 


TNCLUDED. GOOD THING. ) you want a taste of the major | 
leagues, just open wide and say, ._ SUPER NINTENDO i Herp 


"Gimme the games of the Super NES." GiuaauamaEarweeE 





Ken Griffey Jr. Presents: Major League Baseball scheduled for arrival before Opening Day. *© 1994 Nintendo of America INC. © MLB 1994 **The NHL Shield, NHL team names and logos and 
Stanley Cup wording are trademarks of NHL Enterprises, Inc © NHL 1993. The Nintendo video games an officially licensed product of the National Hockey League. 1993 Sculptured Software, Inc. 
Licensed exclusively to Nintendo.” ** © 1992 Hal America Inc. © 1992 Nintendo of America Inc. Developed by Sculptured Software, Inc. NCAA and Final Four are trademarks of the National Collegiate 
Athletic Association. The National Collegiate Athletic Association, The Southwest, Southeastem, Atlantic Coast, Big East, and Big Eight conference names, logos and statistics used by permission. 


CIRCLE #101 ON READER SERVICE CARD. 





They say one's eyesight 
decreases 20% 
after the age of 35. 


With this Fact in mind, 
we designed 
an ad that you can show 


your parents. 
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| The Animals 
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(Not to mention of course, lots of butt-kicking, thumb-blistering, mind-screwing games that are bound to piss of F 


PLAYS MUS ICs PH 


congressmen come next election year. Full screen, full color video, CD sound, and 3D effects give you realism that even your over- 


stimulated morally corrupt, youthful brain can't imagine. Take Total Eclipse, the hyper-real 3D Flying game. You barrel roll at Warp speed 


PRO RE (eo Rae ne 


though nasty obstacles. And when you screw up, you'll leave the cutest little black stain where your vessel was obliterated, Then there's 


TWA: PbAY Ack OF 


Way of the Warrior, the wicked Fast, high resolution martial arts game, where you master over 600 brutal martial arts maneuvers 


EXCITING EDUCATIO 


while simultaneously ridding yourself of unnecessary teeth. And Jurassic Park™ Interactive, which is just like the movie, except now 


you're the one who must save the Park's quests from prehistoric dino-clones. CD sound and 3D graphics make T-Rex so real, you can 


SUCH AS GEOGRAPHY 


practically smell the geologist on his breath. These titles are only a few of the many. You get the idea. Even if your parents don't.] 


ART AND HISTORY 


Available at Software Etc., Babbages, Electronics Boutique, AT&T Centers, The Good Guys & other leading stores. 
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and Pebble Beach Golf Links® by T&E Soft™, Putt-Putt Joins the Parade™ by Humongous Entertainment, Inc., The San Diego Zoo™ Presents...The Animals!™ by The Software Toolworks®. Game screens from the top right are: Demolition Man™ 


and Jurassic Park™ Interactive by Universal Interactive Studios, The Horde™ by Crystal Dynamics, Inc. 3D0 and the 3D0 logos are trademarks of The 300 Company. All other brands or product names are trademarks of their respective owners. ©1994 The 3D0 


‘Sid Meier's C.P.U. Bach™ by MicroProse, Inc. The Software Toolworks® Presents...Oceans Below™, Woody Woodpecker and Friends by Universal Home Video, True Golf Classics™ 


by Virgin Interactive Entertainment, Inc., Dragon's Lair® by ReadySoft Inc., Total Eclipse™ and Crash ‘N Burn™ by Crystal Dynamics, Inc., Way of the Warrior™ 


Company. All Rights Reserved. 
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Well, it’s here. With all the speed, realism and 


3-D graphics of the arcade game. All it took was a 


oc , 
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Race from four different perspectives. Need a break Kick your best friend's booty right in front of his 
from the driver's seat? Switch views on the fly. beady little eyes with the split screen option. 








Rated by V.R.C. 


Appropriate for 
all audiences. 








“ 
MEDI, knen ae df | Seeer 
Change is good. That's why there are 3 different So much competition, so little time. Race against 15 other 
racetracks to choose from. (Beginner, medium, and cars, the clock or, if you're shy...your own best time. 





if you're up to it, one for the experts.) 
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-more deadly enemies. 


compatible with 

the Sega’ 

Genesis™ 

citaudionces. 675 Sycamore Drive, Milpitas, CA 95035 System. 
_[_Generat Audiences (408) 473-9400 
MISSSRRE j 
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Grin Stormer took the 
arcades by storm. ° 

Now, it's going to blow — 
you away on your Genesis! 








you battle your way through 
action-packed levels of ever 


This arcade smash hit 
features incredible 
multi-layer scrolling 
backgrounds, , 
spectacular er: 
graphics, : ; 
animation and sounds. In other words, > 
it's a mind-blowing adrenaline rush 
of totally addicting fun! . 











ga Bily, 

games ait accessories 
with this seal to be 
sure that they are 


Rated by V.R.C. ps (eq =a | =) bs ~ 
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GRIND STORMER: TM & ©1993 Teall Co., Ltd. Licensed to anyon, Ins. Al suits reserved Saye : : ant td. All f hts reserved. | 
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INPUT: “The Ratings Game” 10 
PRESS START: News, Rumors, Reader 
Mail, Information, Top 10 Lists 12-20 
BS 
Video-Game Previews 
Demolition Man, Tennis All-Stars, 
Psycho Pinball, Kasumi Ninja, Doom, 
Club Drive, Lawnmower Man and 
Mighty Morphin Power Rangers 
ee | 25 


Tips, tricks, cheats and secret moves for 
Tempest 2000, NBA JAM, Ground Zero Texas, 
Robocop Versus The Terminator, MLBPA Baseball, 
Stellar Fire, Dragon’s Lair, Chuck Rock Il and more! 








Try out some of our strategy guides. 
Come on, everybody’s doing it! 
Daffy Duck: The Marvin Missions 42 
Kether 46 
Tempest 2000 50 







Dragon 73, Super Air Zonk 74, 
Space Ace 74, The Incredible Hulk 
76, Ninja Gaiden III 76, The Horde 
78, Twisted 79, Micro Reviews 80 








Super Street Fighter Il Turbo 64, 
Spectre 66, Rocko’s Modern Life 
67, Super Loopz 68, 

Flintstones 69, Jetsons 69, 
Asterix 70, Mortal Kombat 72, 
Third World War 73, Rise of the 
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Alien vs. Predator: Stalking the Jaguar, 
Burning Up the Arcades 52-54 

SportsWire: Sports game news, reviews, 
previews and more 82-89 

Hardware: Gaming accessories galore 90 

Global Gaming: Games from abroad—bon appetit! © 


Cover Art: Alien and Predator ™ and © 1994 20th Century Fox Film Corp. All Rights Reserved. Mighty Morphin Power Rangers ™ and © 1993 Saban Entertainment Inc. All Rights Reserved. 


VIDEOGAMES (ISSN #1059-2938) is published monthly by L.F.P. Inc., 9171 Wilshire Blvd., Suite 300, Beverly Hills, CA 90210. Volume VI, Issue 6. Copyright © 1994 All rights reserved. Nothing may be reproduced in 
whole or in part without written permission from the publisher. Return postage must accompany all manuscripts, drawings, disks, etc., if they are to be returned, and no responsibility can be assumed for unsolicited ma- 
terials. All rights reserved on entire contents. U.S. subscription: $19.95 for 12 issues. Foreign subscription: Add $10 per year. Single copy: $4.95. Change of address: Six weeks advance notice and both old and new 
addresses are needed. POSTMASTER: Send change of address to ViozEoGames Magazine, P.O. Box 16927, North Hollywood, CA 91615. Second-class postage paid at Beverly Hills, California, and additional mailing 
offices. Address all advertising materials to: Ad Production, ViocoGamEs Magazine, 9171 Wilshire Blvd., Suite 300, Beverly Hills, CA 90210; (810) 858-7100. Nintendo is a Registered Trademark of Nintendo of Amer- 
ica, Inc. Sega is a Registered Trademark of Sega of America, Inc. Atari is a Registered Trademark of Atari Corp. TTI is a Registered Trademark of Turbo Technologies, Inc. Printed in the USA. 
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Most people in the industry say they are in 
favor of ratings. They claim that ratings are a 
gréaimguide to help parents decide what 
4ideo-gam@Spare appropriate for their kids. 
Anathes side says_that ratings simply point 
out 40 Kids what'Video-games they can’t 
play—whieh makes them Wart ihe MA-13 or 
“Mature Audient@e Ones,all théimore, no mat- 
ter how good or bad the a¢huall gameplay is. 
It seems inevitable that an Industry-wide 


a 
Video-game rating system will be put into ‘ 


place. Our government, and more 
importantly, retailers like Toys R Us, ™ 
have made their case: They want rat- . 
ings slapped onto all the games hd 
sold on the market. How they will be 
enforce@"$ a subject for another edi- 
torial, (Every smart kid knows that 
they’can sneak into any PG-13 or R 
rated movie because of the loose jae 
security surrounding most *~ 


? 


multi-plexes, but you/@idn’t hear that is 


from me.) 

The thing that cépeerms me most is exactly 
how ratings will affect thé/games themselves. 
If the sales of video-games bearing a particu- 
lar rating prove to be higher than others, will 
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developers make an effort to produce games 
with a specific rating? Will the producers of 
games be forced 40°take Out the blood or put 
in more simply to get.th@ rating that has 
proven to be thé mostprofitable? Can you 
imagine Sonic 4 With a’blood’code? Think of 
it, Sonic does his special spin attack and 
shreds little Tails into a pile of 

_ bloody meat and fur. Sick! But it sells 
two million copies! Or worse yet, 
“General Audience” ratings generate 

thé highest volume of games sold. 

This COuld result in a cute platform 
game with the cast of Mortal 
Kombat. Johnny Cage and Raiden 
holding hands skipping down colorful 
» candyland perfogming “Friendship 


¥ », Moves” all day/long Aint! they..get to 


the rainbow @astleyand defeat Goro, 
turning him into an adorable aby, [hats 
) just as sickening to me! 
~ My point is this: | hope that game 
design@ys,develop video games with great 
gameplay witiout_a specific rating in mind 


from the beginfiing.Justamfew things to think 
about while you enjoy the’ last year with your 
collection of unrated classics. 
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The new X’EYE Multi Entertainment System from JVC plays 
Sega Genesis™ & Sega CD™, Compton’s Interactive Encyclopedia”, 
Electronic Books, Karaoke CDs, CD+G Graphics, and Music CDs. 


Only JVC combines entertainment and education in a single machine 
and gives you Sega CD’s hit game PRIZE FIGHTER™, Compton’s 
Encyclopedia and our Top Hit Karaoke CD, a 
$280 value, ABSOLUTELY FREE. The new 
X’EYE Multi Entertainment System plays the 
world’s most popular Sega games, 
Karaoke and music CDs for hours of 
family fun, Compton’s (plus other 
educational software to follow) and 
Electronic Books for school or work -=ssisaiy 
reference. All delivered with the 
performance quality that has 
made JVC the leader in 
audio & video technology. 
Educational. Exciting. X’EYE. 
Only from JVC. 


xX EYE 


MULTI ENTERTAINMENT SYSTEM 







Includes 
Over $280 In 
Games and 
Software 













Sega Genesis, Sega CD, and Prize Fighter are trademarks Compton's Interactive Encyclopedia is a trademark of 

of Sega Enterprises Ltd. Fighter shown is for promotional Compton's New Media. Electronic Books require decoder 
purposes and does not appear in game. cartridge sold separately. 

41 Slater Drive, Elmwood Park, NJ 07407 
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ViveoGames, U.S. Senator 
Sais ) proposed legislation 


y ne Mortal Kombat and Night 
‘e the industry one year to de- 
it a standard for labeling game 

and advertising materials to 
of violent and/or sexual con- 
ened that the government would 
idn’t see a system in place by 


sociation including Acclaim, 
Nintendo, Philips, Sega and 
figurehead of the new asso- 
ciation, Jack Heistand 

of Electronic Arts, pre- 

me sented the Senate with 
| a 13-point plan for im- 
plementing an indus- 
try-wide rating system 
before the 1994 holiday 
season. His presenta- 
tion was received with 
tempered enthusi- 
asm...and a lot of 
questions. Heistand’s 
composure was ad- 
mirable; when asked 
about the likelihood of 
labeling the thousands 


Ss ther in no uncertain 
at the process would be “virtu- 


ES prints a letter from Daniel Lungren, 
enel for the State of California, in 
il gren asks the video-game industry to 


“remove the needless violence from the games or 
remove the games from the market.” Editor in 
Chief Chris Gore’s response is overshadowed by 
reaction to the photograph accompanying the arti- 
cle: A satirical mock-up with Lungren’s head 
pasted over the head of Liu Kang from Mortal 
Kombat, which had been singled out by Lungren 
for its violent content. After Lungren’s nephew 
shows him the photo, the news media erupts into 
a feeding frenzy—though none of the journalists 
covering the story seem understand our Mortal 
Kombat joke. 


After exchanging 
letters on the subject 
of violent video 
games, VipEOGAMES 
contacted Attorney 
General Lungren and 
invited him to visit our 
offices to discuss the 
issues at hand and to 
educate him on the 
state of the video 
game industry. To his 
credit, Lungren has 
accepted our invita- | “| 
tion; at press time, the ‘this ts « scene from 
meeting had been ten- pportest Memeloer’, ex 


tatively scheduled for violent video game. 
the first week of May. gas wee 


Meanwhile, a re- 


post this fall. 


As reported in 
VipEoGAmESs, the 
video tape of Mortal 
Kombat that was 
shown at the Senate 
press conference in 
December had 
some _ interesting 
footage of the game. 
Despite being identi- 
fied by Senator 
Lieberman aS coin-op footage 
“Sega's version” Of Whe were they 
Mortal Kombat—in  satralicfeney? 
other words, the 


that—until he read our March issue— 
alized that Senator Lieberman and h 
made this mistake. 


game, but a Washington Post arti 

John Burgess told the world exactly f 
ended up in the hands of the Senate Aco 
Burgess, the footage was prepared by / i 


misguided attempt to “educate the f 
n't Nintendo putting out [the ult 

the game.]” Unfortunately, Sega was 
for that version either, and i ina te 


entire industry though the matia ae th 
slow our momentum.” 





by Nintendo 
. MLBPA Baseball by EA Sports 








2. Ken Griffey Jr. Presents: Major League Baseball 
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. Lufia and the Fortress of Doom by Taito 
. Turn & Burn: No Fly Zone by Absolute 

. Wolfenstein 3-D by \magineer America 

. Mega Man X by Capcom 

. Bill Walsh College Football by EA Sports 
. Lethal Enforcers by Konami 

. Super Star Wars by JVC 














| 
| 
| 
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As described in our last issue, Nintendo has announced a new add- -on peripheral for the Super NES 
_ called Super Game Boy. The device will allow you to play Game Boy games in color on your TV set or moni- 
| tor. With this device, Nintendo is hyping the Super NES as the system with over 705 games. 
| The aries interface allows players to choose a custom color for each of the four pixel gradations 
| programmed into the green and black hand-held ver- 
sion. Other Super Game Boy features include eight 
preset backgrounds and a paint program to mess 
around with the game screen. 
After the hardware is launched in June (MSRP: 
| $59.99) Nintendo will also begin to release a series 
| of Game Boy cartridges that exploit the technology of — 
| the Super Game Boy to increase the fun of playing 
| Game Boy games on your TV. The first Super Game 
Boy release will be Donkey Kong, Nintendo's huge 
arcade hit of the early '80s. Donkey on di 



































“oy World Series Baseball by Sega Fe i 
. FIFA International Soccer by EA Sports — Ces sag : etris 2 a Nintendo — 
). Mutant League Hockey by Electronic Arts f ot bi Seg # i lortal uy by Acclaim 
. Sonic the Hedgehog 3 by Sega -" fi 6. Super Maric 
. PGA European Tour by EA Sports ie f . Tetris by Nintendo - 
. Ms, Pac Man by Tengen. ee : pea ees 8. Jurassic Park by Ocean 





. NHL Hockey ‘94 by EA Sports 
. Winter Olympics by U.S. Gold 


. Final Fantasy Legend II! 
. Bo Jackson Football/Baseball by THQ 














if you've 





full be pa hh 
Sg 
oa sketball 
game, 
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. X-Men by Sega i 
. Mortal Kombat by Acclaim — 
. Winter Olympics by U.S. Gold 
. Sonie Chaos by Sega. : 
. Eece the Dolphin by Sega 
. Ren & Stimpy by Sega 
. Ms. Pac-Man by Namco. 
. Road Rash by US Gold 
10. Land of Illusion by Sega 





1. Tomeat Alley by a 
2. Rise of the Dragon by Dynamix 

3. Dragon's Lair by ReadySoft é 

4. Wing Commander by Electronic Arts 

6. Lunar: the Silver Star by Working Designs 
6. Third World War by Absolute 

7. NHL Hockey ‘94 by EA Sports 

8. Ground Zero Texas by Sony Imagesoft 

| 9. The Mansion of Hidden Souls by Vic Tokai 
10. WWF Rage in the Cage by Arena 


OOWIHA mH op — 
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VES Start my subscription to VibEOGAMES 
#@ Magazine at the amazing low price of 
only $19.95 for the next 12 issues, and send my hot 

new VipgOGAMEs T-shirt right away! Not only do I save 


$39 off the annual newsstand price, my T-shirt is AIT are 100% cotton, blac wth multicolor” 
absolutely FREE! aaa 
CIPAYMENT ENCLOSED 
NAME CHARGE MY OVISA IMC 
ADDRESS # EXP. 
CITY/STATE/ZIP SIGNATURE 


MONEY BACK ON UNUSED PORTIONS OF SUBSCRIPTIONS IF NOT SATISFIED! Foreign add $10. Make checks payable to L.F.P., Inc. 
Basic subscription price: $19.95. Your first issue will arrive in 6 to 8 weeks. WATCH FOR IT! 


| 
; OFFER EXPIRES SEPTEMBER 24, 1994 BB4600 
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MATE 


VES Start my subscription to ViDEOGAMES 
#@ Magazine at the amazing low price of 
only $19.95 for the next 12 issues, and send my hot 

new VipgoGawes T-shirt right away! Not only do I save 



















+ e419 Vi IG, T-shi inted front and back. 
$39 off the annual newsstand price, my T-shirt is All's are 100% cotton, Diack with multicolor 
desi back and Vi Gi | left 
absolutely FREE! a ae. 
CIPAYMENT ENCLOSED 

NAME CHARGE MY QVISA OMC 

ADDRESS # EXP. 

CITY/STATE/ZIP SIGNATURE 


MONEY BACK ON UNUSED PORTIONS OF SUBSCRIPTIONS IF NOT SATISFIED! Foreign add $10. Make checks payable to L.F.P., Inc. 
Basic subscription price: $19.95. Your first issue will arrive in 6 to 8 weeks. WATCH FOR IT! 
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Start my sub- 

scription to 

VIDEOGAMES 
Magazine at the amazing low 
price of only $19.95 for the next 
12 issues, saving me $39 off the 


annual newsstand price! 


Name 
Address 
City 


State/Zi 
Payment Enclosed 


Charge My {JVisa (JMC 





# 
Exp. 


Signature 


MONEY BACK ON UNIMAILED ISSUES IF NOT SATISFIED! 


Foreign add $10. Make checks payable to L.F.P., Inc. Basic subscription 
price: 1 year, $19.95. Your first issue will arrive in 6 to 8 weeks. 
OFFER EXPIRES OCTOBER 21, 1994 COTAA 


VIDEOGAMES, P.O. Box 16927, 
N. Hollywood, CA 91615 






VivroGames has an extremely one- 
sided conversation with Jason Rubin of 
Naughty Dog Software, the creators of 
the upcoming 3D0 fighting game Way 
of the Warrior. Woof! 


By ZacH MESTON 





The last few “X-Files” I’ve done were your typi- 
cal “ask a silly question/get a cool answer” format, 
but Jason Rubin, 24-year-old graphic artist for 
Naughty Dog Software, don’t play that. Over the 
course of an hour-long phone call, | spent about 30 
seconds speaking and the rest of the time listening 
and typing as fast as my bleedin’ hands could man- 
age, Jason is overflowing with fact and opinions, 
the best (and least potentially libelous) of which are 
shared here. 





n: Mortal Kombat Fan Mail 
1 North California Ave. 
hicago, IL 60618-5889 

VIDEOGAMES sent you! 





trong believer in ratings for games 
believe in censorship. Many peo 
violence to blow off some st 
eriously, which is better: Killing 
or killing some digitized chara 
ink Night Trap should be cen 
It is very degrading and peop 
r kicks from watching mindless bir 
around in a video game shoul 
ere should be more ratings; Id li 
re levels of rating codes betwe 
13. | especially like the idea of 
a “blood code” if one wants to. 
that way, people who don't li 
an play a clear game, and v 
get their blood. | don’t think f 
promote violence, | think all the 
fun! 















¢ Jason on why Naughty Dog decided to do a 







old Naughty Dog programmer] both love them. We 
made adventures in the past, but we've been fight- 
ing-game lovers since Street Fighter I] came out. 
You want to do what you like. We also thought 
there was a lot of room for improvement in fighting 














fighting game for 3D0. You need a fighting game 
@ on a video game system. It’s a great genre. 

e Jason on 
why Naughty 
Dog chose to 
program Way of 
the Warrior on 
the 3D0: It was a 
very simple deci- 
sion. We did 
Rings of Power 
on the Sega Gen- 
esis and we knew. 
what it took to 
make a cartridge. 
If you want to 
make a cart, it 
takes a hell of a 
lot of money. Nin- 
tendo and Sega 
take such a huge 
bite of profits, it 



























/points, Pat. Oh, by the way...con 
on the season; the Knicks had « 


iting to you in hopes of findin 
) a question that has been driv 
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Strip code for Street Fighter II? 












fighting game; We [Jason and Andy Gavin, 23-year- . 


@ games...and we knew no one else was doing a 


















isn’t worth it for two kids just out of college to print 
carts. It costs $20 to print a cart. You can put a CD on 
the shelf—including the licensing fee—for $6 to $7. 

The other thing is that it’s a lot easier to deal 
with 3D0. We called them and said, “We're inter- 
ested in making a game.” They sent a contract and 
all we had to do was sign. It’s very easy to work on 
the system, very easy to get the development sys- 
tem. They treated us not like 23-year-olds, but like 
a game company. Because they treat us so well, we 
want to make a great game. 

¢ Jason on the Sega Saturn: The Saturn is the 
system that | am most confident will A) come out 
and B) be a good competitor. Sega has a very 
good way of making hardware: They take ma- 
chines that have been in the arcade—hardware 
they know is good—and bring it into the home. 
That's how they made the hardware for the Gene- 
sis. They took the Altered Beast/Golden Axe coin- 
op hardware, stripped pul some things, and — 
brought it into the home. : 

Unfortunately, they're going oo have a hard 
fight. Video games are bringing in more money 
than movies now. Obviously, there’s going to be 
more competition. Who's best poised to succeed? 
Is it Sega, a tiny company that's third in Japan? Can 
they compete with Matsushita? The amount Sega 
spends is a bad rounding error for Matsushita atthe 
end of their tax form. 

_ ¢ Jason on the Atari Jaguar: I's a decent 
piece of hardware. It’s not as good as they're 
claiming in terms of numbers. One of the game 
magazines has been publishing ridiculous re- 
ports that Atari puts out; 64 bits, for example, is 
questionable. That's like ‘saying “| have three Fer- 
raris that all go 150 MPH, so | can drive at 450 
MPH,” 

¢ Jason on Way of the Warrior: WOTW is the 
first 32-bit fighting game. That includes Mortal 
Kombat and SF {lin all its iterations, as the charac- 
ters are pretty low-colored. The biggest sprite in 


DEDICATED COIN-OP 


8. Dennis Miller: That's. News to Me 
by Electronic Arts 
9. Stellar 4 Draxon' S Revenge by Readysott 


ase by Taito 


8. Super 
9. Final Lap 3 by Namco 
10. Terminator 2 by Midway 




















MK is 64 colors. We're not competing with the 
home versions of MK and SF /I, we're competing 
with coin-op fighting games. 

This might change, but right now, there are ten 
characters you can play, and two bosses. The 
bosses are 3-D rendered characters, and the char- 
acters are digitized actors. We may also have se- 
cret characters. Konotori—Japanese for “the 
stork”—fights on one leg. He has mastered the art 
of fighting as a light character. He can fly—well, 
it's more of an extended glide. You can get really 
long jumps with him. The Ninja is very quick, very 
stealthy. He can turn himself invisible, among 












other things. Major Gaines is an evil ex-member of 
the British Secret Service. He has a steroid implant 
that allows him to power up to 130% of his normal 
size. He does one-and-a-half times his normal 
damage when he’s that big. The implant starts to 
wear away at his power, so you want to use it 








grounds. In some of the backgrounds, there's a ref- 
eree who's really the monk that’s holding this tour- 
nament. In other levels, it’s a dragon. Whoever’s in 
the background throws bonus items into the air that 
drop from the top of the screen. They range from a 
point bonus and a health bonus to more interesting 
ones like invisibility and invincibility. We're also 
thinking of items that make the characters faster or 
slower, and a question mark that gives you any one 
of the power-ups. 

If you defeat another character and have a 
perfect round—you don’t take any damage—you 
get a “2nd Wind” that stays with you as long as 
you play the same character or until you reach 
the last boss. When your energy goes below 
20%, the 2nd Wind boosts it back up to 35%- 
40%. 

Every character has two or three terminating 
moves, and every background has a background- 


DELUXE COIN-OP 



















specific termination. On the rooftop level, you can 
knock your opponent through the ceiling. On an- 
other level, youre fighting on a raft floating in a lava 
pit. You knock your opponent into the lava and he 
leaps out as a skeleton. 

¢ Jason on the future of Naughty Dog: We're 
working on a game that is a big step forward in a 
new genre, as WOTWis a step forward for fighting 
games. Right now, [the genre] is selling like hot- 
cakes on the PCs. We'll open eyes when we're done 
with it. 
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9. Drug Wars by ALG 
10. Lucky & Wild by Namco 





A of Fighting 2 by 
9. Fatal Fury Special by SNK 
10. Irem Skins by \rem 
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NEWS 


MIDWAY MAKES WAVES 

For the past year, the industry has 
been buzzing with rumors about the like- 
lihood of WMS Industries, Inc. becom- 
ing a marketer and distributor of home 
video games. The parent company of 
Midway (Mortal Kombat, NBA JAM, etc.) 
had seen most of its titles released for 
home systems by Acclaim under a right- 
of-first-refusal agreement that is set to 
expire in early 1995. 

Things finally came to a head in April 
when WMS announced the acquisition of 
Tradewest, Inc. (of Battletoads and 
Double Dragon fame.) As one of the 
scant few privately-held U.S. companies 
with licenses to release games on 
Nintendo, Sega, Atari and 3D0 plat- 
forms, Tradewest provides WMS with an 
established home video game develop- 
ment group, a worldwide distribution 
network and the aforementioned licens- 
es. As part of the acquisition, WMS has 
formed a new home video game sub- 
sidiary under the name Williams 
Entertainment Inc. 

What does this mean for fans of 
Mortal Kombat |/ and NBA JAM: 
Tournament Edition? \t would appear 
that both of these titles fall under the 
Acclaim agreement, as does the recent- 
ly-released Revolution-X coin-op shoot- 
er. (Our sources tell us that the develop- 
ers of Acclaim’s home versions of MK// 
are the same as those assigned to the 
home versions of the original MK— 
Probe Software Ltd. for the Genesis, 
Sega CD, Game Gear and Game Boy, and 
Sculptured Software for the Super 
NES—and that they’re looking good. 
Rumor has it that the Super NES version 
will include red blood and real arcade 
fatalities, per a special agreement with 
Nintendo.) 

Don’t expect many new coin-ops 
from Williams/Bally/Midway until the 
Acclaim agreement expires, as future 
titles will be released for the home sys- 
tems through Williams Entertainment 
Inc./Tradewest. The lone exception could 
be the World Wrestling Federation game 


YOU 


that’s currently being developed by Mark 
Turmell and the NBA JAM team. Since 
Acclaim owns the rights to WWF proper- 
ties for all interactive entertainment 
media, Williams had to license the rights 
to use the WWF name and characters 
from Acclaim, which holds those rights 
through the year 2000, Featuring huge 
digitized WWF wrestlers (in all-original 
footage shot in the Williams studios in 
Chicago), the game is due in arcades this 
fall. 

In a related story, WMS Industries 
and Nintendo of America have formed a 
joint venture company called 
Williams/Nintendo Inc. to market 64-bit 
video games exclusively for Nintendo’s 
upcoming Project Reality home system. 
Unter the terms of the agreement, 
Nintendo has granted WMS a long-term, 
worldwide license to create and distrib- 
ute arcade video games using the 
Project Reality hardware now being 
developed for Nintendo by Silicon 
Graphics Inc. 

What this means is that the home 
rights to any new arcade games devel- 
oped by Williams using the Project 
Reality hardware will automatically 
become the property of Nintendo, which 
will market the games exclusively for 
Project Reality, Super NES and other 
Nintendo platforms. What. if Midway 
decides to use Project Reality hardware 
for Mortal Kombat IV, for example? The 
game will not appear on any Sega, Atari 
or 3D0 platform, that’s what, 

Meanwhile, the first video game to 
demonstrate the 64-bit Project Reality 
technology will be Killer Instinct, a 
“futuristic 3-D fighting game” currently 
being developed by Rare Ltd, (In a sepa- 
rate announcement, Nintendo also 
Signed an exclusive development agree- 
ment with Rare, best known as the 
developer of Tradewest’s aforemen- 
tioned Battletoads games as well as a 
string of popular NES titles.) The arcade 
version of Killer Instinct—which we'll 
see at the Summer Consumer 
Electronics Show in Chicago in June— 


will be distributed by WMS in late 1994 
and is expected to be one of the first 
titles released by Nintendo for the 
Project Reality home system in the fall of 
1995. 


IN SEGA SATURN NEWS 

A little (and generously bribed) bird at 
Sega reports that NovaLogic, the devel- 
opers of the butt-kicking PC helicopter 
sim Comanche Maximum Overkill, are in 
the early stages of programming a 
‘copter game for the Sega Saturn. Mean- 
while, a different bird told us a little bit 
about Sega’s top-secret Star Wars 
game—not the upcoming 32-bit coin-op 
project (which our more worldly readers 
may have spotted in 
spy photos in some of the European 
video game magazines.) The other one is 
being developed in-house for the 
32X/Mars platform and probably the Sat- 
urn; it'll have lots of first person scenar- 
ios as well as a Cybermorph-style open- 
ing stage where you ride through the 
forests of Endor on a speeder bike. 


ATTENTION, LUNAR 
PLAYERS 

Does your Sega CD occasionally lock 
up at the end of a long battle in Lunar: 
The Silver Star? According to Working 
Designs, there’s a hardware bug in 
roughly 5% of the Sega CD2 systems on 
the market that causes this very annoy- 
ing problem. The highly amusing solu- 
tion: Tap the side of the CD compartment 
to jolt the system out of its bug-induced 
coma. 


CD-i ONLY $299 

Philips will be introducing a new ver- 
sion of its CD-i player soon for the af- 
fordable price of only $299. This new 
unit will be fully equipped to take on all 
the tasks needed for the new information 
superhighway. Could this be in reaction 
to 3D0’s new (still too high) price of 
$499? 


See you next month! 
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“THE FINAL FRONTIER BEGINS—FALL 94” 





Interplay Productions 
17922 Fitch Avenue 
Irvine CA 92714 
(714) 553-6678 
THIS OFFICIAL SEAL IS YOUR ASSURANCE THAT 

NINTENDO HAS APPROVED THE QUALITY OF THIS Software ©1994 Interplay Productions, Inc. All Rights Reserved. 
PRODUCT. ALWAYS LOOK FOR TH IS SEAL WHEN ® & ©1994 Paramount Pictures. All Rights Reserved. STAR TREK is 
BUYING GAMES AND ACCESSORIES TO ENSURE + “LICENSED BY a Registered Trademark of Paramount Pictures. Interplay Productions 
COMPLETE COMPATABILITY WITH YOUR SUPER [ Nintendo} Authorized User. Starfleet Academy is a trademark of Interplay 
NIINTENDO ENTERTAINMENT SYSTEM. Productions, Inc. 








MADE IN JAPAN To order STAR TREK®: STARFLEET ACADEMY", THE STARSHIP BRIDGE SIMULATOR, call 1-800-969-4263 or see your local retailer. 
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THE JAGUAR 
64-Bir SYSTEM. 


You want power? How about 100 
times more power than 16-bit systems. 


Color graphics? You think 16.7 
million colors will hold you? 

Maybe you're looking for fast, real-W % 
world animation? Tell you what. You 
better have a strong stomach. 


Cuz this is Jaguar.” And this ain't no toy. 


We're talking 64 bits of power and 3-D 
animation. As in three dimensions. As in 


this stuff is real. You're not just pretending 
cheraeewensecoense THE GALACTIC WAR 
Has BEGUN. 


and bridges. And you are sweating. 
Qo Yow know where your pods are? 


"Game of the Month” 
— Diehard Game Fan 
























You've also got CD-quality sound 
to deal with, and arcade-quality 
games that are so multi- 















layered and deep i ‘ccgver fire, Weapons, 
you may never ( y A E A M 0 A P H ore You'll battle dinosaurs . 
eas @ 
find your The evil Pernitia Empire has the ultimate rival vibes, or i 
weapon: robotic technologies that can you can t0 avol ee 
rebuild themselves. The good news is your endangered species: 
forces had new weapons designed. The Evolve or dle, dude. 


























bad news is your scientists were seized by 
the enemy and sealed into pods along with 
vital supplies and information. 

As pilot of Cybermorph Transmogriffon, 
a prototype morphing attack craft, you must 
recover the pods so the resistance fighters iy 
can halt the Pernitia Empire's sinister march 
toward galactic domination. 

Cybermorph is packed in every Jaguar 
64-bit system and packed with intense 


so many ways to annihilate your enemies, you ll 3-D texture-mapped graphics, CD-quality 
sound and real-time, real-world action 


never have to kill one the same way twice. 

Jaguar 64-bit, Power. Speed. Control. Sweat. that'll help you explore 60 separate worlds 
of canyons, valleys, vortex towers, force 

fields, power stations and fast-flying hostile 

asia, enemies aiming to blow you away. 










way out, Not to mention the 
17- button controller that gives you 
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JLATARI 


DE IN THE U 


fia : For game tips and hints, call 1-900-737-ATARI 

95¢ per minute. If you are under 18, be sure to get 

| a parent's permission before calling. A touch-tone 
J telephone is required. USA only. 


ATARI and the Atari logo are registered trademarks of Atari Corporation. 


Jaguar, Cybermarph, Evolution: Dino Dudes, and Trevor McFur in the 


Crescent Galaxy are trademarks of Atari 
é are amarks tari Corporation. All right re 
Raiden® is licensed to Atari Corporation by Fabiek®, © + 





JAGUAR 64-BIT 
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we el pant it an send ) you one wal these ol new controllers for your Super 
NES or Genesis, courtesy of STD Entertainment (USA), Inc.! 


Getting through Tempest 2000's 100 levels can 
be a big old pain in the kiester without the 
VIDEOGAMES strategy guide on page 50. If you're too 
lazy to read it...well, you can always try our super- 


duper level-skip cheat! This trick works in all of the 
solo Tempest modes: Traditional Tempest, 


Tempest Plus and Tempest 2000. At the Game 


JAGUAR 


To warp directly to the surreal bonus stages in Tempest 
2000, you must choose the Tempest 2000 mode at the 
Game Selection menu and enable the cheat as described 
above. Start the game with the cheat in place as before, but 
before you press OPTION, hit the 3 and 6 keys simultane- 
ously on the numeric keypad. (You can also do this trick 


with the 6 and 9 buttons if you’re into that sort of thing.) If 


Selection menu, choose which version of the game you want to play by 
placing the cursor next to the correct option. Start the game by holding 
down 1, 4, 7 and * on the numeric keypad and pressing A. If you've done 
it right, you will hear a slowed down version of the “Excellent” menu 
prompt. Once the code is in place, you can skip a level at any time during 


you've done this correctly, the words “Warp Enabled” will 
appear on the screen. Now press OPTION and you will warp 
to the next between-round bonus level! This trick can be 
repeated throughout the game, but it only works while you're 
playing in the Tempest 2000 mode. 


the ane oy by pressing the OPTION button! 


‘NES 


Hi having trouble with your 
favorite Game? Well) ViDEGGAMES doesn't give 
Oul tips over the phone—but here is a list of 
people who do: 


roy! 


Are you st/ 


Nintendo of America Inc. 

(206) 885-PLAY 

FOURS: Monday through, Saturday—4 a.m. to 
Midnight (Pacific Standard Time) 

Sunday—-6 aim. (0:7 pm. (Pacific Standard 
Time) 

COST Standard jona-distance rates to 
Redmond, Washington, apply. 

TIPS: Nintendo's game counselors field ques- 
tions about any licensed game for the NES, 
Super NES or Game Boy 


Sega of America Inc. 
(415) 591-PLAY 


HOURS: 6 a.m; to 6 p.m; (Pacific: Standard: Time) 
Seven days a week 

COST: Standard long-distance rates to Redwood 
City, California, apply. 

TIPS; Sega's game counselors field questions about 
any, Sega game for the Genesis, Sega CD, Game 
Gear or Master System. With the exception of 
Seismic's Genesis games and certain early 
Renovation titles, questions about third-party games 
are not covered by Sega's counselors; they will, 
however, refer you to the appropriate phone num- 
bers for tips on licensed titles. 


Atari Corp. 

(900) 737-ATARI 

HOURS; 24 hours a day, seven days a week 

COST: 95¢ per minute 

TIPS: Atari's Game Line offers Touch-Tone menus 
with recorded messages of tips and strategies for 
recent Atari games for the Lynx and Jaguar 


Turbo Technologies Inc. 

(310) 337-6916 

HOURS; Monday through, Friday-——9 a.m. to 6 
p.m. (Pacific Standard Time) 





COST: Standard long-distance rates to Los 
Angeles, California, apply 

TPS; T's game counselors’ teld! questions 
about any NEC, TT! or Working Designs) dame 
for the TurboGralx-16 or Duo, 


Electronic Arts 

(900) 288-HINT 

HOURS: 24 hours a day, seven days a week 
COST: 95¢ for the first minute, 75¢ each addi- 
tional minute 

TIPS: Recorded messages provide tips and pass- 
words for Electronic Arts games; game coun- 
selors may also be available during normal busi- 
ness hours. 


Phillips CD-i 

(800) 762-0248 

HOURS: Monday through Friday-5 a.m. to 6 
p.m. (Pacific Standard Time) 

COST: Tollfree, but you must register Using 
the serial number on the back of your CD-| 
machine, 

TIPS: Any CD-i questions you may have 
including game hints, hardware questions 


and any other CD-i software info. 


U.S. Gold (Flashback Gameline) 
(900) 288-GAME 


HOURS: 24 hours a day, seven days a week 
COST; 85¢ perminute 

TIPS: Touch-Tone menus of recorded messages 
offering tips and strategies for UIS. Gold's 
Flashback tor the Genesis‘and Super NES 


Data East 

(900) 4545-HELP 

HOURS. 24 hours a day, seven days a Week {OF 
recorded messages, of 8. am. to 5\p.m. (Pacitic 
Standard Time) Monday through Friday for 
optional game counselor assistance 

COST: 95¢. tor the first minute, 75¢ each addi- 
tional minute 

TIPS; Tips-and strategies for Data East’s 
Shadowrun for the Super NES are the primary 
resource, but help is available for many other 
Data East titles, including Side Pocket and High 
Seas Havoc. 
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Courtesy.of Sony Imagesoft, here are some great cheats for the Sega CD version of Cliffhanger. To get 99 credits, 
use Controller 2 and press Left; Right, START, C, A at the title screen. If you've done it right, a tone will sound 
and the words “99 Continues” will appear in the top left corner of the screen. 


Enjoy the thrill of the mountain with Cliffhangers special scaling snowboarding 
levels. Try to beat the clock as you acid-drop down the treacherous snowboard 
course. Use Controller 2 at the title screen and press C, B, A, Up, Down, 


itis Right, and START. You'll hear a tone and the word “Special” will appear 


on the screen option menu. Select this option, and you can choose from a menu 
of eight different time trial courses. 


If you just want to race through Cliffhanger’s 
avalanche racing snowboard levels, then use 
Controller 2 at the title screen and press A, B, C, 
Down, Up. A tone will sound (again!) and the word 
“Snowboarding” will appear in the upper left corner 
of the title screen. Now when you start the game, you 
will go directly to the first snowboard level. 


‘Having a little trouble with a level, or do you just want to check out some of 

Cliffhangers full motion video? Just hit START, C, B, A, Right, Left, 

Right, Left on Controller 2 at the game's title screen. The words “Level 

Skip” will miraculously appear in the upper left corner of the screen. Start the game as you would normally and 
when you feel like jumping ahead, press START to pause the game and press € to skip to the next level. 


Be caneoxe 
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that this product meets the highest 
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to be sure that they are compatible 
with the SEGA™ GENESIS™ SYSTEM. 


Productions, Inc. All Rights Reserved. Nintendo, Siinet Nintendo Entertal ent 


Official Seals are registered trademarks of Nintendo of America Inc, @1994 Nintendo oa 
ved. 
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SEGA Game Gear’ - Extras. 
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Mike Uy from Somers Point, New Jersey sent in a devastating 
combo for Trident. He'll be picking up a pair of Acclaim’s Dual Turbo 
controllers for the Genesis. aENEN 

First, throw a plasma bolt. Then get close 
enough to your opponent to use the spinning tri- 
dent. This will make your opponent dizzy. Wait 
until you have enough inner strength to use the spin- id a4 
ning trident again which will cause a re-dizzy. Complete the 
combo by throwing your enemy. If the guy's not dead by now, he soon 


2 as vas ee 


“ae 10 


This crucial combo was sent in by Herbie Dela Cruz from Milpitas, 
California. For his booty kicking Bonker stomp, we're sending him a 
set of Super NES Dual Turbo wireless controllers. 
Jump towards your opponent as if you'll land right on top of him. 
As you're coming down, hit your opponent with a quick punch on the 
KMIE@ top of his head so that you end up landing right next to him. Push 
ts , _ Down and quick kick, then immediately push Up to do a 
; = giggle dive. You don’t need to push a button unless 


=z 


rR should hit once on the way up and once on the way 
down. Charge back immediately after you've pushed Up on the 
giggle dive. Land the giggle dive and hit high punch. Complete thé 
combo by pressing Right to do a Cutting Cartwheel. Again, you don't 
need to push a button but it’s better to press L. 




















Ground Zero Mini-Strateg 
| Here are some really basic hints to get you through the wacky full-motion kill-a-thon Ground Zero Texas. 
| This isn’t ground-breaking stuff, but hey! We got it directly from Sony Imagesoft! 


my Check yourself before you 
wreck yourself! Always 
put up the BattleCam 
shield when you bail to 
another part of town. If 
you're at a BattleCam 
where Reticulans are 


If you’re fighting in 
one part of town 
and another sec- 

tion starts flashing, 

put up your 

BattleCam shield 
and jump to the 
next section to see 

| what's up. If a 

non-interactive 
video sequence is 
playing, press A 
and START at the 
same time to skip 

it. 


attacking, you'll hear 
ominous music playing in 
the background. When 
the music stops playing, 
you've defeated all of the 

Reticulans and you can 
safely switch to another 

BattleCam. 


It’s crucial to protect your agents in Level 1, because they provide you with code 
numbers that you need at the end of Level 2. After you rescue an agent, he inspects 
the Reticulan you shot and reads off one of the four pendant codes. You do NOT need 
to be watching the agent when he reads off the code, so switch to another BattleCam 
if something else is happening. You also don’t need to rescue all four agents, because 
you can easily guess one or two of the access code numbers. Just expect to play 
through Level 2 a few times until you guess the right numbers! 


At the end of the game, you have to 
destroy the alien mothership by shooting 
its engine one to five times. Just aim at 


Use a turbo controller to 
stun enemies with rapid- 
fire heat blasts. 


the flashing red dot in the center of the 
ship (the gunsight turns red when you’re 
on the right spot) and fire away. 


Obviously, if you’re slow on the draw, 
you’re toast. 
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Cheat Passwords! 


These top-secret passwords will make EA’s first Super NES baseball 
game an interesting—if surreal—experience. To enter them, choose 
“Restore Season” from the “Game Select” menu, then enter each pass- seesi 
word as shown. A message will appear at the top of the screen'to indicate , NES 
that the code is in place. You can combine power-ups by entering the 

codes one at a time, or deactivate a particular power-up by entering the 
same password a second time. 












Codes for use with Galooh’s 
Game Genie Video Game 
Enhancers 


MEGA MAN X 
(Capcom for the Super NES) 









SOT PSN I = i iin 
Enter the This activates All pitchers 
password “Power can now 
“PWRP.” Pitching.” throw up to 
40 MPH 













C2B9-1FF7—Infinite Energy 
23BD-3F07—Start with all 
weapons and most bosses 

defeated * 

DDB1-4F61—Weapon charges to 

first power level faster 


Enter the This activate All batters 
password “Power have maxi- 
“PWRHT.” Hitting.” mum power 
on every 
swing! 



















| 
| 
i 





Enter the This doubles 

password vated “Turbo the throwing 
“TING.” Throwing.” speed of 

fielders. 

















TOP GEAR 2 
(Kemco for the Super 
NES) 
€267-CD07—Infinite nitros 

i j (Player 1) 
preci emcees Bike ll eo = : 7430-398E—1st place gives 
Enter the This activates The running $50K instead of $10K 
password “Hyper speed of all DFC8-495E—4th front armor 
“VRRRM.” Running.” players is costs $1K instead of $20K - 
doubled. . 











































| 








acca aie SONIC THE 
This changes unce HEDGEHOG 3 
password toa”Rubber higher—lots (Sega for the Genesis) 
“RBBR.” Field.” of ground - 
rule doubles! 





eo 


Enter the 
password “Ice Field.” _—_— look like ice, 
“BRRR.” but the ball 
will roll for- 
ever. 














HCGT-DAZY—Get 8 extra lives 
for 100 rings (100th must'be a 
res | i . single ring). 
CRilveeaiaeiras! (ate —_ os | 986A-CAB6—Invincibility lasts 
Enter the You’re in Now the : 












almost twice as long 
password “Simulation | computer is ATST-CA38—Never drown 
“XKKK.” Mode.” tougher to 





beat. 


aNG 
BALL 
Start in the 
bottom of the 


DISNEY’S THE 


LITTLE MERMAID 
(Capcom for the Game. Boy) 
C98-22E-3BE—Infinite energy 
00C-79F-3BE—Infinite lives 
058-07F-195—Start on Level 5 


Enter the 
password : 
“NNTH.” Challenge.” ninth with 
the home 


team down 
4-0! 








Negotiate every mile of 
Mario's career, from the 


slide turns in a sprint 


car, through the drafting 
ina stock car, to the 
precise handling of Indy 
car racing. Without so 
much as smelling a fume. 





Mario Andretti was recently named Driver ’ 

of the Quarter Century. Now you can mirror i * 
the legend's career and take Driver's Ed 

from the man himself. 


(YOUR CHOICE OF SPRINT, 








Right out of the 

box, use the rookie 
setting. Work your 
way up through sprint 
and stock to the big 
bucks in Indy cars. Just 
like Mario. 








EA SPORTS, the EA SPORTS logo, “If it's in the game, it's in the game” and Mario Andretti Racing are trademarks of Electronic Arts. “Arrivederci Mario’ used courtesy of Arrivederci, Inc. and Mario Andretti. The Videogame Rating Council, its rating system, symbols and indicia are trademarks af Sega at America, 


Mario Andretti has always 
pushed technology to the 
limit. Mario Andretti Racing 
is no exception. Nobody 
else gives you 3 kinds of 
racing. lo different race- 
tracks and no loss of 
speed when you're one-on- 
one against an opponent. 




















By STORMFRONT STUDIOS 
ano HIGH SCORE PRODUCTIONS 





It's Mario's retirement year. He's the 
only driver in history to win in five 
different decades. From the 1950s into 
the 1990s, if it's in Mario Andretti’s 
career, its in Mario Andretti Racing. 





IF IT’S IN THE GAME 
IT’S IN THE GAME™ 

Andretti likes to see every- 

thing on a track. No wonder 

his game has more views 

than anybody else's: nose 

cam, chase car cam, over- 

head map, rear, competitor 





and full or split screen. 
Oh yeah, and instant replay 
anytime you want. 








Inc. ©1994 Sega. Sega and Genesis are trademarks of Sega Enterprises. Limited. This official seal is your assurance that this product meets the highest quality standards of SEGA” Buy games & accessories with this seal to be sure that they are compatible with the Sega” Genesis” System. ©1994 Electranic Arts. 


CIRCLE #111 ON READER SERVICE CARD. 


Special Guest 
Players! 


As in the original arcade game, the Genesis version of VBA JAM includes hidden “special guest” 
players which can be accessed by entering special sets of initials. When the game asks you if you 
want to “Enter Initials For Record Keeping,” choose “YES” and follow the specific instructions for 
each player listed below. 


Mark Turmell: The main designer and programmer of Midway’s NBA JAM coin-op. Enter the ini- 
tia: MJT as follows: Input M and J, then highlight T, hold the START button down and press the A 
button to complete the code. 


Sal DiVita: Artist DiVita also worked on Midway’s VBA JAM coin-op. Enter the initials SAL as fol- 
lows: Input S and A, then highlight L, hold the START button down and press the C button to com- 
plete the code. 


Jamie Rivett: Another programmer who contributed to the coin-op NBA JAM. Enter the initials RJR 
as follows: Input R and J, then highlight R, hold the START button down and press the B button to 
complete the code. 


Bill Clinton: The President of the United States of America. Enter the initials ARK as follows: Input 
A and R, then highlight K, hold the START button down and press the A button to complete the 
code. 


Al Gore: The Vice President of the United States of America. Enter the initials NET as follows: Input 
N and E, then highlight T, hold the START button down and press the B button to complete the 
code. 


Dan “Weasel” Feinstein: Executive Producer of Acclaim’s home versions of WBA JAM. Enter the 
initials SAX as follows: Input S and A, then highlight X, hold the START button down and press the 
C button to complete the code. 


Asif “Chow-Chow” Chaudhri: Associate Producer of VBA JAM for Acclaim. Enter the initials CAR 
as follows: Input C and A, then highlight R, hold the START button down and press the C button to 
complete the code. 


Tom “Scruff” Rademacher: An analyst/tester for Acclaim’s VBA JAM. Enter the initials ROD as fol- 
lows: Input R and 0, then highlight D, hold the START button down and press the B button to com-: 
plete the code. 


Eric “Kabuki” Kuby: An analyst/tester for Acclaim’s WBA JAM. Enter the initials QB as follows: 
Input Q and B, then highlight “l™” (the space character), hold the START button down and press 
the A button to complete the code. 


Eric “Air Dog” Samulski: The son of Paul Samulski, Acclaim’s VP of product development. Enter 
the initials AIR as follows: Input A and |, then highlight R, hold the START button down and press 
the A button to complete the code. 


Warren Moon: Starting quarterback for the NFL’s Houston Oilers. Enter the initials UWil as fol- 
lows: Input U and W, then highlight “ml” (the space character), hold the START button down and 
press the A button to complete the code. 


George “P-Funk” Clinton: The “Godfather of Funk”; leader of the legendary funk band(s) 
Parliament/Funkadelic Enter the initials DIS as follows: Input D and !. then highlight S, hold the 
START button down and press the C button to complete the code. 




















Secret Power-Ups! 


The following cheats—when performed at the pre-game screen that says “Tonight’s Match-Up’— 
will give you different power-ups and interesting effects. Please note: When the following instructions 
tell you to “rotate the directional pad 360°,” it doesn’t hurt to spin the pad more than once just to make 
sure that all of the compass points have been registered. 


Shot Percentage: At the match-up screen, press the A button, then press and hold A, B and Down on 
the D-pad until the tip-off. This will activate a shot percentage indicator which will appear on the screen 
whenever you or your opponent takes a shot (other than a dunk.) The percentage indicates the likeli- 
hood that the shot will go in; use this as a tool to find out where your player’s “hot spots” are on the 
floor. 


4 “Juice Vode": At the match-up screen, press the A button 13 times, 
then press and hold B and C until the tip-off. This makes the game 
much faster; it’s also the default setting for any game you play after defeating all 
27 teams to become the Grand Champion. Note: Once you've activated “Juice 
Mode,” there doesn’t seem to be a way to disable it again without switching off 
the Genesis. 





Power-Up Intercept: At the match-up screen, rotate the directional pad 
360° and press the B button 14 times. This makes your player better at 
intercepting passes between your opponents. 









Power-Up Defense: At the match-up screen, press the A button five 
times. This will allow you to goaltend without being called for it. 







Power-Up Turbo: At the match-up screen, press the A button 13 times, 
then press and hold A, B and C until the tip-off. This gives your player unlimited “turbo” 
power. 















. Power-Up Fire: At the match-up screen, press the B button seven 

a times, then press and hold B, C and Up on the D-pad until the tip-off. 
This sets your player “on fire,” which ordinarily happens during the 
game if you score three times without your opponent scoring during 
that stretch. You'll have unlimited “turbo” power, you 
can goaltend without being called for it and almost 
any shot you make from within the half-court line 
(without an opponent in your face) should have better 
than a 90% chance of going in. Unlike being “on fire” 
in anormal game, this cheat will not wear off when 
your opponent scores! 


Power-Up Dunks: At the match-up screen, 
rotate the directional pad 360° and press the 
B button 13 times. This will allow you to dunk 
from as far away as the half-court line! 
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Special Guest 
Players! 


Yes, the Super NES version of VBA JAM includes hidden “special guest” players, too; as on 
the Genesis, they can be accessed by entering special sets of initials. When the game asks you if 
you want to “Enter Initials For Record Keeping,” choose “YES” and follow the specific instruc- 
tions for each player listed below. 





Mark Turmell: The main designer and programmer of Midway’s VBA JAM coin-op. Enter the ini- 
tials MJT as follows: Input M and J, then highlight T, hold the START and R buttons down and 
’ press the A button to complete the code. 







Sal DiVita: Artist DiVita also worked on Midway’s WBA JAM coin-op. Enter the initials SAL as fol- 
lows: Input S and A, then highlight L, hold the L and R buttons down and press the X button to 
complete the code. 


Jamie Rivett: Another programmer who contributed to the coin-op VBA JAM. Enter the initials 
RJR as follows: Input R and J, then highlight R, hold the START and R buttons down and press 
the X button to complete the code. 


Bill Clinton: The President of the United States of America. Enter the initials ARK as follows: 1 
Input A and R, then highlight K, hold the START and L buttons down and press the X button to 
complete the code. 





{ 
Al Gore: The Vice President of the United States of America. Enter the initials NET as follows: * 
Input N and E, then highlight T, hold the L and R buttons down and press the A button to com- | 
plete the code. 
Dan “Weasel” Feinstein: Executive Producer of Acclaim’s home versions of NBA JAM. Enter the 
initials SAX as follows: Input S and A, then highlight X, hold the L and R buttons down and press 
the X button to complete the code. 


Asif “Chow-Chow” Chaudhri: Associate Producer of WBA JAM for Acclaim. Enter the initials CAR 
as follows: Input C and A, then highlight R, hold the L and R buttons down and press the X but- 
ton to complete the code. 


Tom “Scruff” Rademacher: An analyst/tester for Acclaim’s BA JAM. Enter the initials ROD as 
follows: Input R and O, then highlight D, hold the START and R buttons down and press the X 
button to complete the code. 


Eric “Kabuki” Kuby: An analyst/tester for Acclaim’s WBA JAM. Enter the initials QB as follows: 
Input Q and B, then highlight “i” (the space character), hold the START and L buttons down and 
press the X button to complete the code. 














Eric “Air Dog” Samulski: The son of Paul Samulski, Acclaim’s VP of product development. Enter 
the initials AIR as follows: Input A and |, then highlight R, hold the START and L buttons down 
and press the X button to complete the code. 


Warren Moon: Starting quarterback for the NFL’s Houston Oilers. Enter the initials UWI as fol- 
lows: Input U and W, then highlight “ml” (the space character), hold the START and R buttons 
down and press the A button to complete the code. 


George “P-Funk” Clinton: The “Godfather of Funk”; leader of the legendary funk band(s) 
Parliament/Funkadelic. Enter the initials DIS as follows: Input D and |, then highlight S, hold the 
START and L buttons down and press the A button to complete the code. 























Secret Power-Ups! 


The following cheats—when performed at the pre-game screen that says “Tonight’s Match-Up’— 
will give you different power-ups and interesting effects. Please note: When the instructions tell you to 
“rotate the directional pad 360°,” it doesn’t hurt to spin the pad more than once just to make sure that 
all of the compass points have been registered. 


Shot Percentage: At the match-up screen, press the A button, then press and hold A, B and Down on 
the D-pad until the tip-off. This will activate a shot percentage indicator which will appear on the screen 
whenever you or your opponent takes a shot (other than a dunk.) The percentage indicates the likeli- 
‘ hood that the shot will go in; use this as a tool to find out where your player’s “hot spots” are on the 
Lilelel 





“Juice Mode”: At the match-up screen, press the A button 13 times, then press 
and hold B and X until the tip-off. This makes the game much faster; it’s also the 
default setting for any game you play after defeating all 27 teams to become the 
Grand Champion. Note: Once you've activated “Juice Mode,” there doesn’t seem 
to be a way to disable it again without switching off the Super NES. 


















Power-Up Intercept: At the match-up screen, rotate the directional pad 
360° and press the B button 15 times. This makes your player better at 
intercepting passes between your opponents. 


Power-Up Defense: At the match-up screen, press the A button four 
times, then press it again and hold it down until the tip-off. This will 
allow you to goaltend without being called for it. 






Power-Up Turbo: At the match-up screen, press the A button 13 times, then press and 
hold A, B and Y until the tip-off. This gives your player unlimited 
“turbo” power. 


Power-Up Fire: At the match-up screen, press the B button seven 
times, then press and hold B, Y and Up on the D-pad until the tip-off. 
This sets your player “on fire,” which ordinarily hap- 
pens during the game if you score three times without 
your opponent scoring during that stretch. You'll have 
unlimited “turbo” power, you can goaltend without 
being called for it and almost any shot you make from 
within the half-court line (without an opponent in your 
face) should have better than a 90% chance of going 
in. Unlike being “on fire” in a normal game, this cheat 
will not wear off when your opponent scores! 


Power-Up Dunks: At the match-up screen, 
rotate the directional pad 360° and press the 
B button 13 times. This will allow you to dunk 
from as far away as the half-court line! 
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Special Guest : 
Players! 


Incredibly, the four-megabit Game Gear version of BA JAM includes the same hidden “spe- 
cial guest” players as the 16-bit editions. When the game asks you if you want to “Enter Initials 
For Record Keeping,” choose “YES” and follow the specific instructions for each player listed 
below. 


Mark Turmell: The main designer and programmer of Midway's WBA JAM coin-op. Enter the ini- 
tials MJT as follows: Input M and J, then highlight “m™@” (the space character), press and hold Up 

on the D-pad (which will highlight the T), also hold the START and 2 aU down and press the 
1 button to complete the code. 


Sal DiVita: Artist DiVita also worked on Midway’s VBA JAM coin-op. Enter the initials SAL as fol- 
lows: Input S and A, then highlight M, press and hold Left on the D-pad (which will highlight the 
L) and press the 1 button to complete the code. 


Jamie Rivett: Another programmer who contributed to the coin-op VBA JAM. Enter the initials 
RJR as follows: Input R and J, then highlight Y, press and hold Up on the D- ss (which will high- 
light the R) and press the 1 button to complete the code. 


Bill Clinton: The President of the United States of America. Enter the initials ARK as follows: 
Input A and R, then highlight R, press and hold Up on the D-pad (which will highlight the K), also 
hold the 2 button down and press the 1 button to complete the code. 


Al Gore:.The Vice President of the United States of America. Enter the initials NET as follows: 
Input N and E, then highlight M, press and hold Down on the D-pad (which will highlight the T), 
also hold the 2 button down and press the 1 button to complete the code. « 


Dan “Weasel” Feinstein: Executive Producer of Acclaim’s home versions of VBA JAM. Enter the 
initials SAX as follows: Input S and A, then highlight Y, press and hold Left on the D-pad (which 
will highlight the X) and press the 1 button to complete the code. 


Asif “Chow-Chow” Chauhdri: Associate Producer of NBA JAM for Acclaim. Enter the initials CAR 
as follows: Input C,and A, then highlight S, press and hold Left on the D-pad (which will highlight 
» the R), also hold the 2 button down and press the 1 button to complete the code. 


Tom “Scruff” Rademacher: An analyst/tester for Acclaim’s NBA JAM. Enter the initials ROD as 
follows: Input R and O, therr highlight K, press and hold Up on the D-pad ste will highlight the 
D) and press the 1 button to complete the code. 


Eric “Kabuki” Kuby: An analyst/tester for Acclaim’s WBA JAM. Enter the initials QBl@l as follows: 
Input Q and B, then highlight T, press and hold Down on the D-pad (which will highlight the 
space pec and press the 1 button to complete the pace 


Eric “Air Dog” Samulski: “Hey, dad...put me in VBA JAM!” Enter the initials AIR as follows: 
Input A and |, then highlight Y, press and hold Up on the D-pad (which will highlight the R), also 
hold the 2 button down and press the 1 button to complete the code. 


Warren Moon: Starting quarterback for the NFL’s Houston Oilers. Enter the initials UW as fol- 
lows: Input U and W, then highlight F, press and hold Up on the D-pad (which will highlight the 
space character), also hold the START button down and press the 1 button to complete the code. 


George “P-Funk” Clinton: The “Godfather of Funk”; leader of the legendary funk band(s) 
Parliament/Funkadelic. Enter the initials DIS as follows: Input D and I, then highlight R, press and 
hold Right on the D-pad (which will highlight the S), also hold the 2 button down and press the 1 
button to complete the code. 
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Secret Power-Ups! 


The following cheats—when performed at the pre-game screen that says “Tonight’s Match-Up’— 
will give you different power-ups and interesting effects. Please note: When the instructions tell you to 
“rotate the directional pad 360°,” it doesn’t hurt to spin the pad more than once just to make sure that 
all of the compass points have been registered. 

POWER UP 

suom swor | Shot Percentage: At the match-up screen, press the 2 button, then press and hold 2 and Down on the 
D-pad until the tip-off. This will activate a shot percentage indicator which will appear on the screen 
whenever you or your opponent takes a shot (other than a dunk.) The percentage indicates the likeli- 
hood that the Shot will go in; use this as a tool to find out where your player's “hot spots” are on the 
Lilee) 


“Juice Vode”: At the match-up screen, press the 1 button 13 times, 
then press and hold 1 and 2 until the tip-off. This makes the game 
faster; it’s also the default setting for any game you play after defeating all 27 dese pee 
teams to become the Grand Champion. Note: Once you've activated “Juice 
Mode,” there doesn’t seem to be a way to disable it again without switching off 
the Game Gear. 





ey Power-Up Intercept: At the match-up screen, rotate the directional pad | surce mone 
360° and press the 1 button 15 times. This makes your player better at 
intercepting passes between your opponents. 






















Power-Up Defense: At the match-up screen, press the 1 button five 
times. This will allow you to goaltend without being called for it. 
PCwER We 

zarescees | Power-Up Turbo: This gives your player unlimited “turbo” power. OK, 
- we admit it; this is the only secret of all three home versions of WBA JAM that we could- 
n’t find. But if you use the “Power-Up Fire” code shown below, you'll get unlimited 
turbo power anyway. 









Power-Up Fire: At the match-up screen, press the 2 button seven 
times, then press and hold 2 and Up on the D-pad until the tip-off. , 
This sets your player “on fire,” which ordinarily happens during the 
game if you score three times without your opponent 
scoring during that stretch. You’ll have unlimited 
“turbo” power, you can goaltend without being called 
for it and almost any shot you make from within the 
half-court line should have better than a 90% chance 
of going in. Unlike being “on fire” in a normal game, 
this cheat will not wear off when your opponent 
scores! 

‘=f Power-Up Dunks: At the match-up screen, 
rotate the directional pad 360° and press the 1 
button 13 times. This will allow you to dunk 
from as far away as the half-court line! 
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™Sun Corporation of America. ©1994 Sun Corporation of 
America. All Rights Reserved. LOONEY TUNES, characters, 
names, and all related indicia are trademarks of Warner Bros. 
Inc. ©1994. Nintendo, Super Nintendo Entertainment System, 
Game Boy and the Official Seals are registered trademarks 

of Nintendo of America Inc. ©1994 Nintendo of America Inc. 


CIRCLE #112 ON READER SERVICE CARD. 
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ENTER THE CYBGEARWAR 


AVAILABLE FOR THE SUPER NINTENDO 


CYBER ) Spectre is a trademark of Velocity Development Corporation. Programmed by Synergistic Software, Inc. ©1I99Y 
Cybersoft, Inc. Cybersoft is a trademark of GameTek, Inc. 2999 N.E. I9|st Street. North Miami Beach, FL 33180. 


CIRCLE #113 ON READER SERVICE CARD. 
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Primal power. Ancient wisdom. Gamelek unleashes tournament beasts of the mantial arts in cinema-style, 
full-screen animation, Focus strength. Transcend weakness. Jam with the wild things. 


Qret your paws on this cool new Sega CD. F's so wild, t's Bridal. 


= GAMETEK 


i ay) GameTek,:Itic. Bamptek isa Featstered trademark of WWE, Inc. All rights reserved. 2999 N.E. 191st Street, N. Miami Bea ch Florida 33180. SEGA AND SEGA e ARE ADEM AD OF SEGA ENTERPRISES. LTD: ALL RIGHTS RESERVED. 
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Demolition Man 
SYSTEM: 
Genesis 
PLAYERS: 

| 

SIZE: 

16 meg 
AVAILABLE: 
August 
MANUFACTURER: 
Virgin 
DEVELOPER: 
Alexandria Inc. 


Ponce 


7 Iryogenics is a controversial topic; it involves freezing the bodies or heads of 

(the terminally ill in the hope that they can be thawed as soon as a cure for 

| their affliction becomes available. This will probably never work, but it worked — 

fine as the premise of the Warner Brothers movie, Demolition Man. At least seventy | 

years from now, John Spartan—the Demolition Man, played by Sylvester Stallone—is 

defrosted and you get to control him. Sentenced to 70 years in Cryo-Prison, he’s now 
melted and out to get the blonde butt-kicker, Simon Phoenix (Wesley Snipes). 

Most of the game's ten levels duplicate scenarios from the film. Remember when 
Snipes dusts everyone at the L.A. Ruins Museum? You'll need to use your guns and 
your grenades to combat this fool. After getting through the first three levels, you can 
choose the order of the next three levels, the library, the monorail or the parking struc- 
ture. Later you'll have to go back to where you started, the Cryo-Prison. 


You can expect Phoenix to release his evil buddies to help #& 
him take over “San Angeles”. These smelly dudes look like the i 
kind of bikers who'd eat youthful Stallone-flesh for breakfast.  § 


| Stay alive and if you're lucky you might catch a glimpse of 
| trash-talking Denis Leary 
































TENNIS — 
ALL-STARS 











Tennis eaters 


Genesis 
Each player has a special tactical move to exploit in match play. | AYERS 
Perhaps it’s the drop shot of Stefan Edberg or the speed of Michael 4 1 fe 5 
Chang! You can even pause the game and watch other matches in oa Naw: 
progress so you can check out your opponents. Tennis All-Stars, WAU Cet e 
also includes a sub-game called Crazy Tennis which has power-ups | Codemasters 
. ri t | | DEVELUPER: 
and a special guest appearance by “a leading video game | | Gade racstors 





character.” | wonder who itis... 







_ENG Aa 
E HORLD TGUR 
@CR Y TENNIS®S 


Here’s a spicy | 
= —sénew item by one of our 

favorite developers in England. 

Cy From the hot hands of Codemasters—creators 
of the controversial and world famous Game Genie—comes 
the JeCart, a new cartridge format which allows you to plug two audiuonel 





: game controllers right into the cartridge itself! Sounds wacko, but it’s true; check out PLAYERS: 
| the pictures for proof. Now you can play a four-player game without buying a multi-player adapter a 1 to 4 LE: 
from Sega or EA. Best of all, Codemasters says it will keep the prices of the Aad a 
| JeCart games the same as normal ones. " WANUEACTURER: 
The first game in the JeCart series is Tennis All-Stars, due in y Codemasters 
=) May. Future JeCart titles will include Psycho DEVELOPE! 
va == amine s Cédewasters: 





Pinball and the long-awaited Micro 
Machines 2. Are you down 
for this deal? 











Wil 


Psycho is a silver-plated armadillo with an attitude; he’s also the chrome ball in this | 
flippered bing bong game. Psycho Pinball has six tables: The Future Fair, Wild West, Moon 
Shot, Under Sea, Safari and Ghost Town. But playing just a simple pinball game gets to be | 
a drag unless you're at the arcade, so the Codemasters crew have included more for your , 
enjoyment. In between pinball game screens, smaller sub-games related to the pinball 
screen's title appear. For example, during play on the Safari table, you can participate in a 
tree top fight! 
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Jaguar 
1-2 


Atari Corp. 


Hand Made 
Software 


Doom 
Jaguar 

| 

July 

Atari Corp. 


Id Software 


Club Drive 
Jaguar 
1-2 

July 

Atari Corp. 


Atari Corp. 








KASUMI 


Kasumi Ninja 
| features fully digi- 
‘tized actors 

against beautiful 

*, 3-D-looking back- 
| drops for a dark 

| and moody feel. 
Get ready to 
fight—to the 


death! You'll be . 





able to perform 
some intensely 


graphic fatalities, — 
like breaking your © 


opponent in half 
with his bloody 
_ remains spilling 
out onto the 
ground, or 
squashing his 
head like an egg 
with your foot. 


Look for secrets, _ 


too, like fireballs 
and a shrinking 
teleportation 
move. The variety 
of fighters in- 
cludes a Native 
American fighter, 








and the project 
leaders at Atari 


demanded that 


the character be 
played by a real 
Native American. 
We have to ask: 
Are the Ninjas 


played by real 


Ninjas, too? 





pe Lolo) | 


Yes, these are actual photos of Doom as it appears on 


the Jaguar. Based on the phenomenally successful com- 


puter game, Doom puts you in the middle of an aban- 
doned moonbase. There you'll be pitted against mutant 
marines, devilish demons and satanic blobs. An incredibly 
Violent ride, it features an updated version of the smooth 
Wolfenstein 3-D interface. This 
game has already created a sen- 
sation on the PC side and is an 
unqualified addiction for those 
lucky enough to play it. This one 


could be a guaranteed system- 
seller for those still considering 


a Jaguar purchase. 





It's like Cybermorph on the ground! 
Race through and explore several dif- 
ferent scenes, the likes of which have 
never been seen in any driving game— 
there's an old western ghost town and 
even a “toy Car” scenario where you 
scramble around the house like a 
Matchbox car. (Watch out for the cat!) 
You can also race against the clock or 
compete against a friend by playing a 
friendly game of tag. These polygon 
graphics might take you to places 
you've never been... 
































GAME: 
The Lawnmower 
Man 
SYSTEM: 
Sega CD 
PLAYERS: 
| 
AVAILABLE: 
Fall 
MANUFACTURER: 
The Sales 
Curve, Inc. 
DEVELOPER: 
The Sales 
Curve, Inc. 


LAWNMOWER 
MAN 


or 
i ane 
nh ont 





This official seal is your assurance that 
this product meets the highest quality 
standards of SEGA™. Buy games and 
accessories with this seal to be sure 

that they are compatible with the SEGA™ 
GENESIS™ SYSTEM. 


einen acne 


™Sun Comoration of America. ©1994 Sun Corporation of America. All Rights Reserved. Nintendo, Super Nintendo Entertainment System and the Official Seals are 
registered trademarks of Nintendo of America Inc. ©1994 Nintendo of America Inc. Sega and Genesis are trademarks of Sega Enterprises, Ltd. All Rights Reserved. 


CIRCLE #117 ON READER SERVICE CARD. 
























GAME: 
Mighty Morphin 
Power Rangers 
SYSTEM: 

Super NES, 
Game Boy 
PLAYERS: 

N/A 
AVAILABLE: 
August 

(Game Boy) 
September 
(Super NES) 
MANUFACTURER: 
Bandai 
DEVELOPER: 
Bandai 





: i ae ances by the Green 
a  atieet Ranger, Drag- 
eo Fie lemme || Onzord, and maybe 
: ies a. , oa | | even the mysteri- 
£ y § mad ous new White 
tee Ranger with his 
F White Tigerzord. 

We also got an 
exclusive peek at 
Mighty Morphin 
Power Rangers for 
the Game Boy. 
This will be one of 
the first Game Boy — 
titles to use the ex- 
tended color and 
sound capabilities — 
of Nintendo’s new © 
Super Game Boy 
peripheral (see 
page 13.) That 

means that all of 
| the Rangers can appear on the TV in color to help the 
player distinguish between the characters. Though the 
Game was 70% complete, it was really hard! The levels 
were a pain to get through and the monsters kicked us 
around. Look for this one in August, with the SNES 
game following soon. 
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ARCADE 


aced with the formidable task of 

sizing up Capcom’s new Super 
Street Fighter I! Turbo coin-op for thou- 
sands of readers—many of whom will 
have already beaten the game by the 
time the ink is dry on these pages—I 
took a philosophical.approach. Sure, | 
expect a lot of players to thumb their 
noses at the game, slamming it with dis- 
paraging comments about how Capcom 














Action Adventure Fighting = RPG 
( 
yh, 4 
oe. i 3) 
Shooter Simulation Sports Strategy 





a@ 
picto-graphs. 


box gives you the 
hard facts fast! 


EREE PLAY 





should never have abandoned the 
Turbo speed when the first Super 
was released. Luckily, there’s a lot 
more in this upgrade than the vari- 
able Turbo settings. Most significant 
of the additions is the “SUPER” 
gauge at the bottom of the scréen. It 
charges up during a round as you 
execute different attacks; when it’s full, 
you can pull off a “Super” move by per- 
forming the joystick motion twice before 
completing one of your character’s spe- 
cial moves with a punch or kick button. 
The shadowy Super moves can’t re- 
ally be considered “new,” though. That 
distinction is reserved for such sharp- 
looking attacks as E. Honda’s head-slam- 
dunk or Blanka’s sliding punch. The ad- 


We 
mY) «cram [ots- 
> of info into 
these 
simple 


— 


gives you the final 
word on the 













dition of several of these moves will 
change veteran players’ strategies for- 
ever; Zangief’s new “glowing hand,” for 
example, is noteworthy because it can be 
used as an offensive weapon (for close 
attacks) or a defensive maneuver (it 
blocks fireballs!) 

There are other new touches that help 
to distinguish the game from its prede- 
cessors—the screen flashes a blinding 
starburst if you finish an opponent with a 
special move, Vega can now pick up his 
claw from the ground after it’s been 
knocked off, ete.—but the biggest buzz 
will undoubtedly: center around the “se- 
cret character,” Akuma. He’s a big, mean- 
looking martial artist who replaces M. 
Bison as the game’s final “boss” only if 







With a quick 
glance, our cool 





tells you if the 
reviewer thought 
the game was a hif |} 
or a dud. 





™ Our 
tells the truth, with | 
‘precise details 
about 

and 


The VideoGames 

levels its 
own with 
the 


Is it really worth the 
money? Check out 
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1, oe GAUL 

CAHMY, iver SEIEGT 2P 

2k, iy ‘sh rae t CHINA 
fi > eee YOu Satisfy certain 
y @ oh. requirements. 
nal fe — 7 While I’d hate to 
Bee see arcade 
2 gamers walk away 
“@ + 4 from the machine 
pe. BREET 

e ny 





> oe fee Drogress just be- 
cause they did 
something that 
would disqualify 
them from reach- 
ing Akuma—like, 
losing a round, for 
example (hint, 
hint)—it is nice to 
see Capcom ac- 
knowledge the 
importance of se- 
Eee a: crets. If there’s 
one thing I’ve 
learned from dig- 
ging for secrets in 
Arcade-goers 
and fight fans 
beware: Super 


Street Fighter Il 
Turbo is here. 




















Mortal Kombat I/, it’s that the Street Fighter games 
haven't had enough of them. 
_ When the dust settles, there are two reasons 


why Super Street Fighter I! Turbo looks down on 


most fighting games from a great height. First, 
the graphics. Check out the photos on these two 


pages; each character is made up of dozens of 


frames of animation, most of which could stand 
up on their own as individual pieces of art. Cer- 


tain bits of the original Street Fighter I which 


haven’t been touched (some of Blanka’s older 
poses come to mind) look kind of weak amid all 
of the new character art. Secondly, the combos 
are still the best around, and the game’s reward- 
ing of combination attacks with point bonuses re- 
ally directs the player’s attention to the true rea- 
son why fighting games became so popular in the 
first place. It ain’t the speed, the blood, the moves 
or the art; it’s the pure thrill of confrontation. 
Finally, if you’re still wondering why none of 
the four sequels is called Street Fighter ///...well, 
| took a walk to my local pizza parlor to research 
that question. There’s a Street Fighter I! machine 
there—no “Super,” no “Turbo,” no “Hyper Fight- 
ing’ and no “Champion Edition.” Just eight fight- 
ers, no frills. Having played the new 
Super...Turbo the day before, | walked away in 
awe of how much the original game pales in 
comparison to its youngest direct descendant. 
It’s still a great game, but the upgrades have 
come in such small increments that—without a 
side-by-side comparison—you might not be 
aware of just how much better it has become. If 
Capcom really doesn’t believe that these last two 
games are worthy of the name Street Fighter III, 
my palms will continue to sweat in anticipation 
of the game that does earn that title, cause it’s 
gonna have to be absolutely incredible. 
—Chris Bieniek 





























































































































GRAPHIC 


The art in both the fore- 
ground and background is 
as excellent as ever; it 
seems like the animation 
of the newer moves just 
keeps getting better and 
better. | love the intro, too; 
how could anybody not 
love Cammy? 


SOUND/M 


The QeSound effects are 
still here, but the Super 
‘soundtrack has always 
seemed a bit too thin and 
trebly for my ears. It’s 
good, but if | could change 
one thing I’d ask for 
Guile’s original “Sonic 
BOOM!” back. . 






































PLAYABILN| 


Still the ultimate fighting- 
game control configura- 


tion; | had almost forgotten” 


how much more natural it 
is to block by pointing the 
joystick away from your 
opponent instead of by 
pressing a designated 
BLOCK button. 
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THE LOWDOWN 
Reviewing an arcade game with 
number ratings is an awkward 
process—you don’t need me to 
tell you that Super Street 
Fighter I! Turbo is a great game 
when you can find out yourself 
for the price of a token. Really, 
the only thing that’s keeping me 
from giving this one an overall 
10 rating is the need to reserve 
that number for the inevitable 
Street Fighter Iii. (Uniike the 
Marshall amps seen in This Is 
Spinal Tap, our review dial 
doesn’t go to 11!) 
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Here you are in a computerized arena—have fun 
shooting little yellow robots. 


As you move from level to level, you begin to 
realize that all the levels are basically the same. 
The objective is the same, too. The only thing 
that changes is that there may be a few more 
robots to shoot and the colors in the back- 
ground might be a little different. 

What | do like about the game is the playabil- 

ity. The controls are precise, and everything runs 
pretty smoothly. | also like the fact that when 
you get more ammo, you’ll also decrease the 
damage done to your spacecraft. It can get 
somewhat addictive. 
The best thing about Spectre for the PC or 
Mac was its,network play 
option. You obviously 
don’t get that option with 
a full screen when you’re 
playing on the Super 
NES; you’re also limited 
to two players. Playing 
Spectre on the network 
made it scary, as well as fun. You just don’t 
get that excitement playing by yourself on the 
Super NES. 

Spectre might float your boat, but it had a 
hard time keeping mine above water. 

—Betty Hallock 










02 GAGE VAiID- 
f you haven't played Spectre 
before, this is what it is: You 
ay are in a battle craft, called a “Spec- 
i) tre,” and you’re zooming around a 
computerized arena. The point of [bis 
the game is to shoot the enemy so vite enemy 
doesn’t shoot you. These enemies are robots, 
which you can keep tabs on with your radar. 
You've also got to collect flags and ammo. Once 
you’ve shot enough robots and collected some 
flags, you’ll move onto a higher level. 
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GRAPHICS 


Spectre’s graphics are 
pretty good. Nothing very 
exciting, which is what de- 
scribes the game overall. | 
do like the colors in the 
game, and the way the sky 
turns green when a robot 
Shoots at you. 





The sound effects are ade- 
quate, but you can’t really 
hear the music. Even when 
you can hear it, it’s not re- 
ally the kind of music | like 
to play games to. 




































































The best thing about the 
game. It’s really weird that 
your aircraft can jump over 
things. The playability is 
what makes the game 
somewhat addictive, but 
that’s how a lot of shooter- 
type games are. It’s just 
fun to shoot at things. 
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THE LOWDOWN 
This is a great rental game, es- 
pecially if you’ve played Spec- 
tre on your Macintosh or PC be- 
fore; it really screams on the 
Super NES. As far’ as 
shooter/simulator games go... 
well, there are better ones out 
there. It’s cool that your space- 
craft moves over a curved sur- 
face—and the two-player com- 
bat can be a lot of fun—but 
that’s about the most interesting 
stuff in the game. 
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gotta admit that !'ve never seen the 
cartoon upon which Rocko's Modern 
Life is based—t stopped watching Nick- 
elodeon in protest after they fired John K. 
and screwed up Ren & Stimpy—but | 
might have to check out an episode after 
playing this highly entertaining puzzle 
game, which resembles 
the illegitimate offspring of 
Mario & Wario and 
The Lost Vikings. 


The Rocko of the title is a walking, 
talking wallaby complete with long tail 
and annoying Australian accent; the 
Spunky of the subtitle is Rocko’s dog, 
a mutt with a habit of getting into highly heinous 
situations, In each level, Rocko has to guide 
Spunky through a gauntlet of obstacles and bad 
guys to the golden fire hydrant at the finish, 
where Spunky presumably takes a victory whiz. 

Rocko’s quite the talented wallaby: he can 
jump, duck, punch, kick, and: best of all, pick up 
and drop objects scattered throughout each 


level. Solving a level.requires a combination of 


quick reflexes (jumping from platform to plat- 
form, punching out dangerous creatures in 
Spunky’s path) and using the right objects at the 
right time. Some of the more helpful objects in- 
clude food (to restore the energy that Spunky 
loses from bumping into enemies and obsta- 
cles), chili peppers (to increase Spunky’s walk- 
ing speed), 1-Ups (duh), and shields (to make 
Spunky temporarily invincible). 


SS —-= 


Viacom New Media e 1515 Broadway, 30th Floor, New Yerk, NY 10036 © (708) 335-1982 © $59 95 


Viacom New Media enters the video game market witha 


game based on the semi-popular Nikelodeon cartoon. - 


1-Player 
12. Meg 


The title screen and inter- 
mission graphics are 
Crude, but the animation is 
very colorful and disgust- 
ingly cute. For example: | 
when Rocko picks up 
Spunky to steer him in a 
new direction, Spunky lov- 
ingly licks Rocko's face. 


Developer: 





The weakest part of the 
game. The intermission 
scenes have lots of sam- 
pled speech from the car- 
toon, but the sound and 
music DURING the game } 
is blah (with the exception 
of Spunky’s tragic/comic 
yelp). 


The controls are respon- 
sive and each level nicely 
balances the fun/frustra- 
tion factor. The level 
checkpoints and password 
system—a word is given 
after every fourth 
y  level—keeps the repetition 
toa minimum. 


























mo eae 
Each level is absolutely massive, so the de- 6 8 
signers threw in two excellent features. Feature 
one: checkpoints (red fire hydrants) in each 
level. If Spunky kicks the bucket, he starts his 
next life at the last checkpoint he reached. Fea- 
ture two: When you pause the game, you can ~ 
scroll around the entire level to see what's 
ahead. 

Rocko's only weakness is that the gameplay 
is much too difficult for players under 8, the age 
group most likely to know about Rocko's Mod- 
ern Life, and the most likely to be attracted to — [ 
the cute & cuddly graphics. Rocko is plenty | Terernag 
tough on the easier of the two difficulty levels: | (RISERUERICC AIRS 
can only imagine the pain and suffering it Would | iReeaianeririnrelneaeari 


: very promising first effort from | Lf 
cause a player who's currently getting hooked on Viacom New Media; here’s hop- 
phonics. 


ing the Beavis and Butt-head 
- -Zach Mesto 


NIKOS- BETTY 


THE LOWDOWN 
You’ve probably never seen the 
cartoon, but Rocko’s Modern Life \y 
is just as much fun whether || 
you’re a fan of the show or not. {77 
There’s plenty of.variety in the | 
graphics and gameplay, and each 

level is hard enough to make you 
work without being stupidly diffi- 


game is this good! 
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pink or blue 

guns, doing Killer 

Kombos or Sonic 

Booms. Some of 

the most enter- 

addicted quick in the taining and intel- 

thinking game Super Loopz. |igent contests 

are the ones anyone can learn to play in 2.2 sec- 

onds. Remember the colorful and impossible 

- Rubik's Cube...or (more recently) 7etris? Then 

there's one of my current favorites: Puyo Puyo, a 

Japanese Megadrive game which was converted 

to Dr. Robotnik’s Mean Bean Machine when it 

reached this country. Into this genre of addictive 
\\ and brain-twisting games comes Super Loopz. 


There are four modes of play to choose © 


from—each with 21 levels—and they're all 
pretty different: 
e In the Arcade mode, the game involves 


8 most acces- 


sible games do 
not involve firing 


* Paces 


to form a polygon. When you get a spe- 
cific amount of shapes completed, you 
can move to the next level and this can 
gO on and on and on, but you have to 
watch out for the time. Also don't forget 
the bonus levels; one way they come up 
is when yousfOrm the polygons the hard 
way—=\yith"14 Or more corners! There's a 
two-player mode where you share the 
playing field, so you Can be enemies or 
you can work together. 
¢ The Standard mode is just a bare- 
bones game with no bonus stages. Much 
like a simple Jetris game, it’s perfect for 
beginners. 
e Like Puyo Puyo, there’s a Challenge 
mode where you can compete against a 
friend. At first it seems like it’s a chal- 
lenge for points, but it’s tougher than 
that—there’s interaction. When you make an 
eight-cornered shape, a permanent block gets 
stuck on your opponent's playing field. 

. Then ifere sgiiilt Puzzle. ode Remember 
the game Simon? It’s a bit different but this 
works. A shape is shown on the screen and 
pieces are broken off one by one leaving gaps. 
The challenge starts when the pieces come back 
up in different order and your job is to fix the 
shape back to an enclosed form. It doesn’t have 
to end up as the original shape, but it works best 
if you can match it. 

Super Loopz isn’t just a puzzle game with no 
excitement. There are cool backgrounds with 
Stars, fruits and gorillas that pop%in and out to 
distract you. The soundtfack delivers a Mario- 
esque Super NES tune that continues and 
pounds into your skull...which a/so seems like 
it’s there to distract you. 

There’s not much more | can say about 


Super Loopz, except that it’s a perfect family 


game that deserves to be a hit. Puzzle-game 
fans will be stuck on this one for ages. 
—Eric Nakamura 





Not a bad-looking game; 
hat is, it’s a puzzler so the 
graphics don’t have to be 
great. Considering that it's 
only a 4-Megabit cartridge, 


}) you can’t expect too much; 


hey, | thought the crazy go- 
rillas were nice. 


Nothing exciting...but 
then again, it is a puzzle 


i) game. It works with your |)” 
)) stereo or T.V. on. The |) | 
) sound may or may not be 


there to annoy you, but it 
is clean and tolerable for 
short periods of time. 


| Super Loopz plays a lot |) 


like Tetris: Spin the shapes | 


) around and drop them on 
) the playfield. The only 


knock is that the pieces 
could move a little bit 


 BESGAITISUR SUES Male 
| fect the fun at all. 


| EASY MEDIUM DIFFICULT © 


Ertlatenaieat. 


Super Loopz is a great car- 
tridge for everyone who 
likes Tetris-style games, 


} and | can’t think of too many 


people who don’t. No shoot- 


| ing or fighting this time; this 
- is an entertaining puzzler 
') that takes brains. If you 

| don’t have any, then stay 


away from this game and get 
off of my planet! 
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Invasion of the Planer Pirate 





ne of the coolest games at 

the Winter CES in Vegas 
was Taito’s The Jetsons: Inva- 
sion of the Planet Pirates. The 
graphics were hot and the game 
play was different—not just 
your the regular run and jump 
action game. 

When the game finally flew 
into our office, | was as excited 
as an electron during a super 
nova; | could finally fulfill my 
lifelong dream of slapping skins 
with that wacky family of the fu- 
ture. AS George, you get to 
capture villains and cling to 
walls and ceilings with your G 
“suck gun”. 











he Flintstones is the easiest 

game I’ve ever played and | 
can’t figure out why. | popped it 
into my SNES around ten o'clock 
at night (Just after I’d brushed my 
teeth) and a mere three hours 
later, | had com- 
pleted the game. 
| don’t think it’s 
aimed at pre- 
schoolers, but it 
sure was easy. 

A two-player 
game, The Flint- 
stones sort of 
combines’ a 
board game with a video game. You play either 
Fred or Barney and roll a simulated die to find 


y 
—— 


= -_ 
THE ENTIRE HiALARY [S BEING 
TEREATENED BY ZORA TEE SPACE 
PIRATE AND HER BAND OF 
COSKIC RIFFRAFE ! 








The Jetsons lived up to its 
promise. It’s not really a game for 
kids; the challenge of mastering 
the controls is a bit too high for 
younger players. Fortunately, the 
unique suck gun action and cool, 
colorful “boss” characters— 
some with “Mode 7” effects— 
make this one a futuristic hit. 

—Nikos Constant 


EDITORS’ 
RATINGS 
“Oh 

eG 6 


a | 





Pout 5 
BOURE I 


your way around Bedrock. Your goal is to earn 
the Grand Poohbah’s position as leader of the 
Order of Buffalo. Between die rolls, you get to 
play in a racing simulation, game show or regu- 
lar side scroller. The Flintstones is cool, but if 
you're wary of plunking down cold cash for an 
easy game, try before you buy. 

meee \ILCOSMOOISICULE 





The Jetsons stays true to the 
'50s—themed cartoon. No 
Mortal Kombat dread here, 
just various shades of the 
spacey spectrum. 


Just the sound of a vacuum 
cleaner mixed with variations 
on the Jetsons theme. A lot 
could have been added with 
better sound FX. 


Be 


The control is fabulous. 
George moves around using 
a vacuum cleaner to cling to 
walls or suck and spit ene- 
mies. Inventive and fun! 


THE LOWDOWN 
The levels are varied and 
challenging, and | was ad- 
dicted to the bright colors. 
It’s fun to suck your way all 
over the universe, though | 
would have liked to have 
seen more of the rest of the 
family. I'd buy this game! 


Lots of browns are used. 
Though the cartoon is sim- 
ple, The Flintstones could 
have used some better 
graphics. 


Like the Jetsons game, 
mostly variations on the 
Flintstones theme song. If 
you're into the song, just buy 
the new Snowboy LP. 


The controls and variety of 
scenarios are appealing. Fun 
while it lasted, but—and | 
can’t stress this enough—it 
just doesn't last. 


THE LOWDOWN 
The Flintstones has a diverse | 
game field, covering the 
spectrum of action, simula- 
tion, and strategy, but it’s 
just too short. Hardcore | 
gamers can rent it, finish it, | 
and go back to watching the 
cartoons on TBS. 














na far-away land called Europe, the mustachioed 

hero Asterix is a major success story in the 
cartoon and comic world. | hear this is the rea- 
son why kids exist out there. Unfortunately, this 
weak Genesis game could be the reason why 
Benny Hill kicked the bucket. 

Most of us like a good platform-jumping action 
game, but Asterix and the Great Rescue takes no 
prizes at the county fair. Though it might be able to 
hold a little 
tyke’s attention — 
for a few 

/ minutes, same 


most =m 
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rather have a popsicle. Choose between Asterix or 
Obelisk; Asterix is the skinny short dude and Obelisk 
is the big round one. Both of these guys do just about 
the same thing, which is a joke—an obese character 
like Obelisk should be grounded by gravity, yet he can 
jump just as high as Asterix. 

There are enemies—old men, mostly—to sock up 
and coins and special magic tools to collect. The 
magic spells are probably the game's coolest feature, 
_ Since there's a bit of fun to be 
| had in looking for these items 

and figuring out how to use 
| them most effectively. The look 
| of the game is very circus- and 
carnival-like, with a lot of pas- 
-tel colors like light orange and 
light yellow, but there's really 
nothing new here in the areas 
of graphics or sound. Even the 
game’s premise uses a tired 
old idea: Your goal is to save 

















Seariear the life of the character you're 
lisk are huge not playing. 

an cartoon This isn’t even the first 
video game to use these char- 
acters: in fact, there are ob- 
scure Asterix games for the Atari 2600 and Sega Mas- 
ter System that would probably give you more of a 
thrill just because they're sought after by collectors. 
For a Genesis game, this one just can’t hold a candle to 
any of Sega’s own Sonic the Hedgehog or Mickey 
Mouse titles. 
—Eric Nakamura 
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THE LOWDOWN 
It’s not easy for a company to 
follov W a a hot) nat fond i 





anit ‘finding hid: 
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TRE LOWDOWN 
If you already own the cartridge 
version, there aren’t many rea- 
sons to purchase Mortal Kom- 
bat for the Sega CD. The “load- 
ing” time completely slows 
down any momentum you may 
have built up during the game. ' 
There are even slight delays 
during the game action: When 
performing a fatality, you have 
to wait for the game to load the 
fatality animation from the CD! 
Luckily, the arcade-quality 
music and sound effects are ex- 
cellent; they save the game | 
from being a total loss. 
























SEGA CD 
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Half the game is spent look- 





gn : 

















ing at text-filled menus, the 
other half in a %-view battle 
sequence with depressingly 

y | wimpy explosions. 

6 

5 The music is an array of for- 


gettable military ditties, and 
the voice acting ranges from 
hysterically overdone to just 
plain sucky. 


== hird World War is a Koei- 
esque (yeah, it’s a word!) 
war game with a simple goal: 
Take over the world using a com- 
bination of cloak-and-dagger 
diplomacy and military prowess. 
There are five different scenarios 
and 16 countries to choose from. 
At first, you’ll want to play with Have oodles of fun subjugating billions of people in the Sega CE 
= —— world BOGE GS) SEE eee ene 
sa powers such as the Third World Wars strengths: A detailed 
United States or Rus- manual, a well-designed menu-driven interface, ee 
sia; once you’ve mas- and the great variety of attack vehicles. Weak- 
tered the game, you nesses: The graphics—especially the explo- 
can move on to eco- sions—are lacking, the voice acting is tragic, 
nomic and military gi- and there’s no support for the Mega Mouse 
ants such as France or (dorky name, nice controller). 
Libya (heh heh). —Zach Meston 





An unavoidably complicated 
interface (world domination 
ain’t exactly simple, y'know?) 
is made bearable by the 
manual’s helpful tutorial. 


EASY MEDIUM DIFFICULT 
























The detailed gameplay and 
total absence of action scenes 
make Third World War an ex- 
cellent choice for war and 
| strategy gamers, but there 
isn’t enough audiovisual 
pizazz (especially for a CD) to 
hold most players’ attention. 











EDITORS’ , 7 
RATINGS ——_ 
All of ROTD's visuals are de- 
| cently drawn but very grainy, 
no doubt the result of being 
converted from the 256-color 
PC original. 
D 4 
“The tunes are average, but | 
haven’t heard voice acting " ft i 
this bad since Last Alert for a 
the TG-16 (which | still listen s i 
to for big laughs). 
“ ise of the Dragon is a “ps 
L. > graphic adventure based in 6 I 
a cyberpunk future. (It’s also a R 
conversion of a two-year-old theigame’design:fesiiketthe = 
P dventure- i jivalent ti 
computer game.) You're Blade peyton ig oat my 
Hunter, a private take and you're dead meat. l 
dick racing (i 
against time to vee i 3S 
stop a demonic 2 - 
drug dealer from 17 rating (coo BA 7 | 
taking over Los Strangely, Dragon comes in the cardboard ay 





packaging of early Sega CD titles instead of the THE LOWDOWN f 
Rise of the Dragon has some 


now-standard plastic case. There’s also no rating tricky puzzles, but the bad 


Angeles. There 
are items to pick 


up and puzzles on the box or manual, yet Sega’s press release |) je‘aetract trom the fun. I A 
to solve (as mentions Dragon's well-deserved MA-17 rating; you’re into graphic.adven- ft 


tures, buy Jurassic Park or 


you’d expect in a. not since my mom stubbed her toe a few weeks Monkey Island before you 
graphic adventure) along with two simplistic ar- back have | heard so much cussing! esrb eictartt ers 
cade sequences near the end of the quest. or —Zach Meston 
























































al rer la EE RT BE I II LES REIN 





x = 
Zz 





DUOTG.15 





onk is one of the coolest | 
characters to pop out of the 
video game marketing machine. 
Cute and tuff, he can fly, shoot, 
_ and morph his way through TTl’s 
new game for the Duo, Super Air 
“Zonk”. Unfortunately, being a ver- 
itable killing machine with mad 
styles, he’s.a bit too tuff. Using 
your trusty 
Zonk-killer, you'll be able to 
beat the game faster than you 
can say “Johnny Turbo”. 
There are only five different 
levels to shoot through. Of 
course, each one has its own 
theme with customized 





























= ome people are satisfied 
= simply watching cartoons, 
but imagine being able to play 
one? If you’re a proud owner of a 
Philips CD-i unit, now you can 
immerse your- 
self in the origi- 
nal Space Ace 
laserdisc game. 
Arcade dwellers 
from the eight- 
ies will remem- 
4,44 ber this classic 

"Y well. Utilizing 
the same gameplay as Dragon’s Lair, you'll 
choose your path on the D-pad and hope to 
avoid a horrible death. Unfortunately, | find this 
game incredibly frustrating to play. The response 













weapons and armor for Zonk 








EDITORS’ 
RATINGS 





to use. For a Super CD game, this is not a lot of 
play for your money. It reminds me of Sonic CD 
because of its cool cuteness...and lack of long- 
term play value. 

If you’re desperate to play a new Zonk game, 
check this one out. If not, save your money and 
buy candy. 


—Nikos Constant 


EDITORS’ 
RATINGS 


from the controller just isn’t there. If | want to 
torture myself that much, |’ll watch the Senate 
Sub-Committee hearings on video-game vio- 
lence. Still, the animations from Don Bluth’s stu- 
dios are a hoot! Love to watch that Kimberly run 
away from Borf. Rarrr.... 

—Chris Gore 





The graphics are good. Noth- 
ing that will make your jaw 
drop, but good enough for 
you not to play the game and 
say to yourself... Why? 





Generic Duo CD music. | 
think Zonk deserves a better 
soundtrack. How about a 
beat, boys? 





This is a shooter so you al- 
ready know how to play. The 
change of weapons and 
armor is fab, more creative 
than most games out there. 





THE LOWDOWN. 
Zonk is cool, but Air Zonk is 
just too darn easy for a CD 
shooter. A little more time 
should have been spent de- 
veloping the game—make 
the stages longer, tweak the 
difficulty level...anything to 
make it more memorable. 


The graphics are so good 
you'll forget you're playing a 
game. Like having the old 
laser disc arcade game in 
your very own home. Perfect! 


Like any good cartoon, lotsa 
cool music and kooky effects. 
But the sound of Ace getting 
zapped just rings in my head 
over and over and over... 


Space Ace has the same 
problem as the original ar- 
cade game: It’s no fun to lose 
and see the same sequences 
over and over again. 


THE LOWDOWN 
A perfect arcade translation. 
However, this game is more 
entertaining to watch than it 
is to play—just let me see 
the cartoon! It’s just too frus- 
trating to play. (Although the 
various death sequences are 
amusing.) 
































Pinball Dreams copyright 21st Century Entertainment Ltd. 1992, 1994. Pinball Dreams is a trademark of 21st Century Entertainment 
Ltd. © 1994: Gametek, Inc. Gametek is a trademark of IJE, Inc, All rights teserved. 2999 N_E. 191st Sireet, North Miami Beach, 
FL 33180. Nintendo, Game Boy and Super Nintendo Entertainment System are registered trademarks of Nintendo Of America Inc.© 
1994 Nintendo Of America Inc. SEGA, GENESIS AND GAME GEAR ARE TRADEMARKS OF SEGA ENTERPRISES, LTD. ALL RIGHTS RESERVED. 
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ast month | reviewed The In- 
_.. Credible Hulk game for the 
Genesis and gave it a review as 
strong as the 
Hulk’s big 
green biceps. 
Unbelievably, 
this month | 
give an even 
better review of 
the Game Gear 
version. 

All | can say is that if you own the Game Gear, 
then you should buy The Incredible Hulk. Today. 
The graphics are almost as good as the Genesis, 
and | would argue that the the intermission 
screens are better. It’s like watching a comic 
book come to life. 
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== ecmo’s Ninja Gaiden games for the good 

— old NES were among the best-looking, 
most playable games available anywhere. When 
Atari released Ninja Gaiden for the Lynx, some 
players were surprised that it took after the pure 
combat action of the original NG arcade game 
rather than the brooding intensity and full-on 
“cinema scenes” of the home versions. This se- 
quel reverses the trend: Ninja Gaiden III \ooks 
just like the NES game of the same name, right 
down to the character animation...and no, that’s 
not an insult. 


a 
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The biggest drawback to the game is the 
sound. By the second level, | was so sick of the 
blippy music that | was ready to kill my neigh- 
bor’s dog. It’s not really Probe’s fault; the Game 
Gear’s sound is typically weak. 

Though it’s kind of easy, The Incredible Hulk 
is well worth your hard-earned cash. 
Se \ LCOS OO AIS E-UATE 
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While it’s not 
perfect, the game 
does grow on you after repeated play; the dif- 
ficulty curve seems excruciatingly well-de- 
signed. It really reminds me of the abundance 
of Ninja games that hit the shelves in the late 
’80s; now I’d venture to say there’s a short- 


age of em. 
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—Chris Bieniek 








Excellent, except for some 
minor flicker when there are 
a lot of enemies or objects 
on the screen. Intermissions 
are like animated comics. 








The normal Game Gear 
sounds. After a while you'll 
probably turn off the sound 
and put on an old soul record 
to chill with the green man. 








The same as the Genesis ver- 
sion, except there are fewer 
secret moves. It’s kind of 
easy because you can just 
avoid a lot of the nasties. 








THE LOWDOWN 
Crank out the Irish Spring 
soap, because you'll be ob- 
sessed with the gigantic 
green guy from the get-go. 
The easy level is a bit too 
simple, but you'll still be far 
out and jacked into the Hulk’s 
matrix. Buy it. 


























The art is detailed—and the 
intermissions, as usual, are 
excellent—but the characters 
are tiny and there just aren’t 
enough colors used. 





The music could have been a 
little less frantic and more 
atmospheric. I’m still waiting 
for a Lynx game that sounds 
as good as Klax did. 


The controls respond wall, 
and the game’s tough...but it 
doesn’t cheat. The locations 
and movements of the ene- 
mies are fiendishly precise! 


THE LOWDOWN 
Ninja Gaiden Iilis a great ac- 
tion game that outclasses the 
first NG Lynx title by virtue of 
its great playability. Too bad 
they skipped right over Ninja 
Gaiden II, which | considered 
to be the best of Tecmo’s 
original NES trilogy. 


SSE ES SEES ET I 





WU 


CMM PANDEMONIUM] 
fH Gaming Rig!! over 918 010000 iv enzes 




















You have the POWER. In this contest you don't rely on the luck-of-the 
draw. You determine if you win or not. You win by outscoring others in a game of 
skill. Can you solve the puzzle below? Then you have what it takes. It looks simple, 
but it's only the start. Each of five more puzzles gets a little harder. But this time it's 
all up to you. Stay in to the end with the highest score and the gear is yours. 
With whatever options you want. Do you have what it takes? Then play to win! 


Video Game Contest. lig the high-tech cutting edge with this line-up: 
Super NES with Super Scope, Sega Genesis with CD-ROM and Menacer, 
Panasonic 3D0 and Atari Jaguar (not shown). Get all four or trade the ones you 
don't want for CASH! Bonus options include: Sega Virtual Reality Helmet, 
33” monitor, $1,000 in games, cash, accessories and more! 


Media Rig Contest. The Ultimate Gaming Environment, 40 inch monitor, 


: WORLD RULERS HAVE IT, IT COMES OUT OF AN 
OUTLET AND IN THIS CONTEST YOU HAVE IT! 








130 watt receiver w/ Dolby Pro Logic Surround Sound, Infinity speakers, subwoofer, 
CD player, graphic EO, dual cassette and laser disc. This rig will blow you away 


(literally!)!! You'll not only see but feel it too! 
We're talkin’ GAMING HEAVEN! 


Directions. Fill in the Mystery Word Grid with words goin 


out the Mystery Word down the side. Hint: use the Mystery Word Clue. 


Reoctee that spell 


In the future. There will be four more puzzles at $2.00 each and one tie- 
breaker at $1.00 which will be sent to you by mail. You will have 3 weeks to solve 


each puzzle. We don't know how many will pl 
highest score possible score to Phase I, 43% to 


Ph 


but typically 61% will have the 
ase II, 36% to Phase Ill, and 32% 


to Phase IV. The tie-breaker determines the winner. If players are still tied they will 


each receive the grand prize they are playing for. 


ENTER ME TODAY, HERE'S MY ENTRY FEE: 


J ($3.00) Video Game Contest 
J ($3.00) Media Rig Contest 
LJ ($5.00) SPECIAL! Enter Both (SAVE $1.00) 


Yes! 


Name 
Address 


State Zi 


City 

rs SEND CASH, M.0., OR CHECK TO: 
PANDEMONIUM, P.0. BOX 26247 

MINNEAPOLIS, MN 55426-0247 


VOID WHERE PROHIBITED * ENTRY DEADLINE: POSTMARKED BY JULY 30TH, 1994 * ENTRY FEE MUST BE INCLUDED 
Only one entry per person. Employees of Pandemonium, Inc. and its suppliers are ineligible. Judges decisions are final. 
Where judges are in error the sponsor's liability is limited to the amount of entry fees paid. Not responsible for lost delayed 
or stolen mail. Open to residents of the U.S., its territories and Canada. You can request Winners List and Official Rules by 
writing Pandemonium, Inc. 7202 Washington Ave, S., Eden Prairie, MN 55344. Merchandise names and models are 
trademarks of their respective companies who have no affiliation with this contest. © 1994 Pandemonium, Inc. 
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Crystal Dynamics Inc. © 87 Encina Avenue, Palo Alto CA 94301 © (415) 858-4990 © $59.99 












1 Player 
CD-ROM 
Developer: 


Toys For Bob 















chances. 
The eaaeany’ S newest 
3D0 game, he Horde, 
combines a simul- 
m- ation/strategy game with 

~ a sword-swinging action 
Unfortu- 
S itself too thin by try- 
at once. 


than play. 
In the game's 3/4 








could get a better look at them bef 
them with my sword. The angled persy 
works great f@f the villag 






fo Beep the attacking detrimental in the horde-battling mode. 


Beautifully rendered graph- 
ics. Artist Mike Provenza 
Created realistic, fluid 
movement in the charac- 
ters. The first time you see 

a villager gracefully hoeing 
the land, you'll be re- | 
minded of the realistic ani- 
mation in Prince of Persia. 


From a hearty Scottish jig 
to a driving Aboriginal beat, 
the music sets the mood of 
the land, but quickly gets 
repetitive. The accuracy of 
the sound effects can be 
summed up with one belch 
from a piranha hordling 
after feasting on a cow. 


Unfortunately, things hap- 
pen so fast in The Horde 
‘that putting strategies into 


j At the end of each season, 
cashing in on your crops 
lagers means more people 








The full-motion video seenes in [he Horde 
are definitely worth mentioning. Kirk Cameron 
of Growing Pains fame plays a bumbling fool 
even more convincingly than his angst-ridden 


action can be more chal- 


lenging than figuring | 


them out. In the village- 


building mode the inter- 


face is a,bit sluggish for E 
the time allotted. 










young: "Adult television character (makes you 
wonder...) Also of note is Michael Gregory’s 
edevilisi: portrayal of the Evil High Chancellor 
Maelor. Best of all of the FMV, though, ts a 
iC Service announcement aimed at con- 
ng me uspecting human families to adopt 


the game more enjoyable. 
—Jeffrey Adam Young 






slowed whem there aré more than f 
ters on s@reen at 
One time. The de- 
F Signers should be 
’ applauded for splic- 


saving the 
King from 
, choking in 
The. Horde, 
lowly Kirk 
. Cameron 
becomes a 
knight. 
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THE LOWDOWN 
Despite humorous video. 
scenes, larger-than-life graph- 
ics and realistic moos and 
belches, The Horde is plagued 
by spreading itself too thinly 
and over-challenging game- 
play. By combining two game 
genres that have been fully ex- 
ploited on their own, The 
Horde has left too many logis- 
tical problems unsolved. 













Electronic Arts, Inc. ° 1450 Fashion Island Blvd., San Mateo, CA 94404 © (415) 571-7171 


Constituted almost entirely of § 


= video clips, this disc is 
loaded with images including § 


2-4-Players : shorts of old B&W movies. 
¢D-ROM 


GREY 


Developer: 


The game-show host has an 
annoyingly congenial tone, 
but there’s some great sound 
bites, including a remake of 
TV’s Rawhide theme. 


ElectronioArtses< 


he oddest and most light- 
hearted game yet for the 
3D0 is Electronic Arts’ new 
Twisted. In a combination of 
board game and game show, two 
to four players roll their cyber- 
dice and answer trivia questions 
or complete other tasks to ad- 
vance past their opponents to- 
ward the 
top of a spiraling stair- 
case playing area. 

What makes. this 
game so odd? For 
starters, your game 
pieces are full-blown 
wacko characters like 
Howard the Evangelist or 


baby’s ready to roll. 


Get ready, get set, get Twisted! 


Uncle Fez the living Pez dispenser. You'll also 
see some kitschy commercials for wonder-prod- 
ucts like a combination toothpaste/hair remover. 
Definitely a departure from the nerd-pack 
drivel that makes non-gamers run for the hills in 
fear, Twisted is a hilariously funny, strikingly 

original foray into the absurd. 
—Jeffrey Adam Young 


Introducing NGPE: 


Classified ads just for gamers 


THE LOWDOWN 


Twisted is just that. A crazy 


3D0 is here. 


New game prices got you down? Old games and things just lying around? 

Now you can buy, sell & trade “previously played" video and computer 

game equipment with classified ads in the all-new National Game Players’ 

Exchange. It's one of a kind! 

What is NGPE? 

NGPE is not another “tips and hints" game magazine. It's the only publication with 
nothing but classified ads from game players who want to buy, sell & trade used 
cartridges and software, core systems, control pads, joysticks, books, magazines - 
all kinds of gaming equipment and accessories. Prices are fair and reasonable, 
because NGPE readers make their own deals. No commercial dealers allowed! 

How dol get NGPE? 

A one-year subscription to NGPE is just $25. You get six bimonthly issues, plus the 

guaranteed right to place three classified ads per issue with no extra charge. When you 

subscribe, we'll send you an Ad Worksheet to fill out and send back in. After that, you can use 
the form in each issue to submit your classified ads. It's easy! 

Don't miss out-Subscribe today! 


ea ane ne ene ae chro pores LE TaN ae 


BONUS 


Subscribe to NGPE now and we'll send 


you a Game Equipment Inventory 


Name C1 YES! 1 want to get NGPE: the 


computer-generated sets and 


If you’ve got opposable |i 
thumbs and half a brain, this § 


spiraling quest from inside © 
your television set that | 
gamers and non-gamers | 
alike will enjoy. The most ac- | 
cessible video game for the | 





folder-FREE! You'll have a handy list 
of all the games and accessories you 
own-makes buying, selling & trading 
even easier. It's an NGPE exclusive and 
offered only Lo new NGPE subscribers. 


N.G.P.E. 


National Game Players’ Exchange 


| only classified ads just for gamers. 
Here's my check or money order for 

| Address $25 (U.S. funds only) for my 1-year 
subscription. Send my Ad Worksheet 

I and FREE Game Equipment Inventory 

I folder now! 

NGPE 
I 


i 

| 

I 

I 

I 

Attn: New Member Dept. A6 I 
I 

wal 


P.O. Box 1027 
Joplin, MO 64801-1027 


CIRCLE #121 ON READER SERVICE CARD. 








Flying Edge 
Phone: (516) 624-8888 


Play it mad, DJ. Spidey and his mutant pals 
are caught inside your Game Gear and you 
have to help them. Use Storm, Cyclops, 
Gambit, and Wolverine to get through the 
various levels. Tough and fun; if you’re look- 
ing for a hot hero game, this is it. 





Sega of America 
Phone: (800) USA-SEGA 


If you love playing poker but can’t find a 
group of people that want to play with you, 
Poker Face Paul will do you well. The video 
version is just like Vegas, with you playing 
for royal pairs. Make bank on suckers in the 
5-card stud option for added profits and fun. 


Sega of America 
Phone: (800) USA-SEGA 


Play it bad, DJ. Aladdin isn’t as smooth for 
the Game Gear as it is on the Genesis, but 
what is? You'll be happy with its variety of 
challenging side-scrolling levels. Save the 
princess, touch the monkey, get funky with 
the blue-tinged wish junkie. Buy it. 


Sega of America 
Phone: (800) USA-SEGA 


A pack of cards is lighter and more conve- 
nient than lugging around a Game Gear; | 
guess the advantage to this is that nobody 
will fake you out with a game of 52 Pick-Up. 
Four styles of solitaire, with stats and 
music. For the lonely and bored. 


Sega of America 
Phone: (800) USA-SEGA 


Crank the Black Flag and straddle your mean 
machine, GP Rider is going to race you 
‘round the world. Race from Malaysia to San 
Marino on the pro circuit in one of the four 
play modes: Arcade, Tournament, Grand 
Prix and World Tour. Grease the pave baby! 





Sega of America 
Phone: (800) USA-SEGA 


If you’re really into gambling, this is not the 
game for you. What’s the fun of playing 
Blackjack without making any money? | 
missed the cold sweat that creeps under my 
armpits when I’m way in the hole. Fun to 
play, but fake money doesn’t do it for me. 





VES! 


Start my subscription to VibEOGAMES 
Magazine at the amazing low price 
of only $19.95 for the next 12 issues, and send my 
hot new VipzoGamEs T-shirt right away! Not only do! 











save $39 off the annual newsstand price, my T-shirt yipcoaames T-shirts are printed front and 
is absolutely FREE! 


NAME 


ADDRESS 


CITY/STATE/ZIP 


MONEY BACK ON UNUSED PORTIONS OF SUBSCRIPTIONS IF NOT SATISFIED! Foreign add $10. Make checks payable to 
L.F.P., Inc. Basic subscription price: $19.95. Your first issue will arrive in 6 to 8 weeks. WATCH FOR IT! 


back. All T's are 100% cotton, black with 
multicolor design on back and ViogOGAMES 
logo on left front. X-large size only. 


OPAYMENT ENCLOSED 
CHARGE MY OVISA OMC 





# EXP. 
SIGNATURE 


OFFER EXPIRES SEPTEMBER 24, 1994 BB4600 
Please send free ) 

information and literature SUNE °94 SURVEY 

on items circled below EXPIRES SEPTEMBER 24, 1994. Please circle only one answer per question 
101 121 141° 161 181 1.Age: a)11orunder b) 12-14 c) 15-17 d) 18-24 e) 25-34 
402 122 142 162 182 f) over 34 
108 15a 14a. tea tea 2- How many games do you own? 
105 125 145 165 185 a) 1-5 b) 6-10 Cc) 11-15 d) 16+ e) none 
106 126 146 166 186 3. On average, how many games do you rent in a month? 
107. 127 147 167 187 a) 1-5 b) 6-10 c)11-15 d) 16-20 e) 21 ormore f) none 
108 128 148 168 188 4, When buying or renting games, what is your preferred 
109 129 149 169 189 4 
110 130 150 170 190 category? ; ne P 
441.131 «151 «171~~« 494 a) Sports b) Action c) Fighting d) Shooting e) RPG 
412 182 152 172 192 f) Adventure g) Puzzle/Strategy 
113 133 153 173 193 5. Do you plan to buy a video game system within the next: 
114 134 154 174 194 a) 3 months b) 6 months c) 9 months 
115 135 155 175 195 d) 12 months e) none 
18 Jer isp {77 197 6: Ifyes to question 5, what type of system? 
418 138 158 178 198 a) NES b) Super NES c) Genesis 
119 139 159 179 199 d) TG-16/Duo e) NeosGeo f) 3DO g) Jaguar 

120 140 160 180 200 h) Sega CD i) CD-i 

7. What influences your buying decisions the most? 
Name a) Magazine ads b) Television ads c) Articles and 
tips in magazines d) Friends e) Arcade games 

Address 8. Which article in this issue did you like the most? 

: a) Game Reviews b) Press Start c) Tips & Tricks 
City d) Previews e) SportsWire f) Hardware 

; g) Alien vs. Predator feature 

State/Zip h) Daffy Duck strategy i) Kether strategy 


Phone 


j) Tempest 2000 strategy 


NO POSTAGE 
NECESSARY 


IF MAILED 
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FIRST CLASS MAIL PERMIT NO. 223 MT. MORRIS, IL aimee 
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P.O. Box 575 
Mount Morris, IL 61054-9831 


NO POSTAGE 
NECESSARY 


IF MAILED 


IN THE 
UNITED STATES 
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POSTAGE WILL BE PAID BY ADDRESSEE 


YOLYSMES 





THE LULTUHATE VIN JHAICALZTE 


PO BOX 1952 
RIVERTON NJ 08077-8752 


ATTENTION: INTERNS! 
VioEoGAMEs Magazine is seeking a bright and energetic person to intern for 
the VipeoGawmes staff. 
Tell us about yourself, what systems you own and why you want to work 
here. 
Must be over 18 and live in the L.A. area. 
Write: VioEoGames Intern, 
9171 Wilshire Blvd., Suite 300, 
Beverly Hills, CA 90210 


ADVERTISER INDEX 


FOR ADVERTISING 


102 INFORMATION, 


BUY * SELL * TRADE 
108 3 BEST PRICES ON ALL NINTENDO, SUPER NINTENDO, (On OR NW. Om 
SEGA GENESIS a ae GEO - CARTS/SYSTEMS 


114 : 57 Hughes Stee Maa 07040 GREGORY M. BUNCH 
310-858-7155 
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Electronic Arts 122 
1131415 

119 

Cr linlom =>couatelare(=) eS) 

Hudson Software ez) 
Interplay 107,118 

Nat'l Game Players 121 

Na) crate fe) 101 

Pandemonium 7-40) 

Redmond (@7-10)(-) 127 

103 

110 

116 

112 

109 

123 

104 





Jaquar haar 
Supports S-VHS, RGB, Audio, 
Croma-Luma & European PAL System 
(cable required). 


Call for information 
*Un-authorized. &a vailability. 


NEW!! Sega Stereo & 
Jaguar Audio/Video Cable!! 
Ask about other Game Cables! 
Any reference to product and corporate names are recognized as trademarks and registered 


trademarks of their respective owners. All rights reserved. This publication is not affiliated with 
nor endorsed by any corporation holding registered or unregistered trademarks. 


REDMOND 
CABLE 
(Wer) EASTCOAST —~WEST COAST /f 


615-478-5760 206-882-2009 [a 
Fax 615-472-3647 Fax 206-883-1430 if 


CIRCLE #127 ON READER SERVICE CARD. 


Virgin Games 106 
JVC 105 








MIDWAY INTRODUCES NBA JAM 
TOURNAMENT EDITION 


ave you 
slammed a 
lot of quar- 


ters into. your local 
NBA JAM machine? 
Did you not even 
bother to buy the 
home Version be- 
cause it just wasn't 
the real thing? Well, 
get ready to hit the 
slots again, because 
NBA JAM  Tour- 
nament Edition is on 
the streets and ready 
| to take you on. Midway claims that “the 
| best has just gotten better, and this is 
|| no idle threat. The fournament Edition 
offers more gee ur rapes action, 








more dunks, more secret char- 
acters, and an updated player 
roster with more statistics. 

So what’s really in the game? 
We'll skip what the press release 
Says and tell you a little bit of 
what we know: 

e Secret Characters: There 
are over 60 secret characters in 
Tournament Edition, including a 
multitude of Midway program- 
mers and workers and even the 
mysterious cheerleaders from 
the first edition. Unfortunately, 
the Mortal Kombat II characters 
that appeared in the test-market 


-fachines didn’t make it to the final ver- 


sion of the game—in fact, it was by the 


order of the NBA that Raiden, Scorpion, 


Reptile and Sub-Zero were removed 
from the depths of the game's program 
code. 

e Power Ups: The Big Head feature 
from the first game is still in, and now 


there is a “Huge Head” code that makes | 


your players skull look like the Elephant 
Man. Also included is a code that acti- 
vates what we've been calling Pee-Wee 
Mode”: All of the characters become 
half-size baby b-ball bouncers! 

e Other New Features: VBA JAM 
Tournament Edition offers a “special 


operator-Selectable Tournament Mode | 


that allows you to go Tor straight-ahead 


play with all special guest chatacters — 


and power-ups disabled. Check it out; 
even ihe games new cabinet looks real 


fresh. 


——< 


PRESS TURBO TO SwaAP 
PRESS SHOOT TO SELECT 


ee Guan 
|S WAT DATE 


| ootball fans stuck in the icy 

| Midwestern. reaches of 
Wisconsin, upset that all of the 

| West-coast teams get the big video 
| game license deals, should be jumping 
| for j joy. Green Bay Packers wide receiv- 

| er Sterling Sharpe has pulled down the 

| le video game bucks to help out 

| Jaleco with its next Super Nintendo 

| game, tentatively called Sterling 





Sharpe: End to End. 

There's not much info on the game 
in this early stage of development, but it 
will definitely have 4-player capability 
and feature exhibition and full-season 
play. lf the game plays as hot as 
Sharpe does, it could be breaking 
records for football simulations. 
Look for Sterling Sharpe: End to 
End in the fourth quarter of this year. 


Yan 














Exhibition/Practice Mode 
League/Season Mode 
Tournament Mode 
Substitutions 

Team Construction 
League Construction 
Battery Backup 
Password Backup 
Instant Replay 
Official License 
1V2V3V4 
Players 











Exhibition/Practice Mode 
Circuit Mode 
Tournament Mode 
Substitutions 

Car Construction 
Circuit Construction 
Battery Backup 
Password Backup 
Instant Replay 
Official License 
1V¥2 3 4 
Players 


Exhibition/Practice Mode 
League/Season Mode 
Tournament Mode 
Substitutions 

Team Construction 
League Construction 
Battery Backup 
Password Backup 
Instant Replay 
Official License 

1V¥2 e} ds 
Players 


Exhibition/Practice Mode 
Circuit Mode 
Tournament Mode 
Substitutions 

Team Construction 
League Construction 
Battery Backup 
Password Backup 
Instant Replay 
Official License 
1V¥2V3 

Players 





aseball Tonight is 

Sony's first title 
to utilize its ESPN & 
sports license. The & 


game features two of 
the network's most 
recognizable figures: 
Chris “Vib Never Be 
Your Beast Of’ Berman 
introduces each game 


and provides his trade- 


mark “backbackback- 


back...Gone!”. AOMe | 


The game doesn't 
have a season mode, 


but it.does feature a 


playotf mode and you 


cans it up the t teams © 


V Exhibition/Practice Mode 
League/Season Mode 
V Tournament Mode 
| V Substitutions 
Team Construction 
League Construction 
} Battery Backup 
V Password Backup 
| Instant Replay 
V Official License 
mV1V2 3 4 5 
Players 








tara: of animation, an ESPN's is 
nearly seamless. It doesn’t come without 
» a price, however. The batter seems to 
"| swing a bit slower than he should, forc- 


ing you to commit toa pitch sooner than | 


you'd like. There doesn’t seem to be any — 


variety among the different pitchers’ de- 
| liveries or batters’ stances. 
- Once you start looking a little deeper 
you notice there’s plenty of other stuff 
, Missing, too. For instance, there is only 
| a Single outdoor ballpark in which all 
teams play (yep, even “dome” teams like 
the Astros: play their home games under 


_ the stars), You can’t have your base run- 


“| ners lead. off and there is no way to align 
"the defense (i.¢. bring the infielders | 


for the. double play or shift the outfield- " 

ers for a pull-hitter). It’s funny how the 

effort was taken to show the defense running 
out onto the field’at the start of each inning, but 
when-a player is called out he simply vanishes 


from the diamond. 


None of this makes the game a total loss, q 


however, as ESPN is very playable. The entire 


game is presented from a single camera view 











EASY MEDIUM DIFFICULT 


is a very basic | | 

| baseball game with some nifty | 

animation and ESPN personality | 

(Patrick’s “The Whiff” strikeout | 

_ call always brings a smile to my | 

| face!). The computer plays a 
| tough game and offers plenty of | 

| challenge, but too many fea- | 


tures have been left out for this | Co 


cart to be a serious genhant | 
contender. 




















Wentworth, Club 

















Warwttdshire, Englsnd 
Home of the English Open 
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Europe is known for great courses. And The purists say matchplay is the way golf 
PBA European Tour puts you on o of the ought to be played. In PGA Eurapean Tour, 
best. But don't expect many breaks fram it still is. But if you're going to take home 
the weatherman. It can get downright | the big pounds, be ready for four of the 
nasty across the pond. ; © most grueling matches you've ever played. 






* | 


in 


SUDDEN DEATH. 


5 ap P (] TE i [ (] i Every hole is sudden death in the Canon 
' Shootout. Four players start. The highest 


score on each hole drops out. Ties are 
decided by a chip-off. So be sure to bring 


F? (l (] (] every shot in your bag to this one. 
I | a | Ve eS 7 


( THAT A GOLF BALL IN YOUR THROAT? ) 


: ® Put your golf game and your nerves 

Tash usm | ishootli} on the line in 0 European Tournaments 
- ; against o0 European pros. If you've 

These guys play like the real guys. Seve is never played golf before, this probably 

up and down from everywhere. Langer is 7) ain't the best place to learn. 

his steady self. And you'll have to come AEs ‘ 

out of your shoes to keep up with Woosie. 

If it's in their game, it's in ours. 


























VOLVO a % VOLVO pet OLOREND 
‘PGA CHAMPIONSHIP. astra CRANS MONTANA DOUNTRY Chop HOPES | f NN ne Canon - 


SEGA AND GENESIS ARE TRADEMARKS OF SEGA ENTERPRISES, LTD. EA SPORTS, THE EA SPORTS LOGO AND “IF IT'S IN THE GAME. IT'S IN THE GAME” ARE TRAUEMARKS OF ELECTRONIC ARTS. PGA EUROPEAN TOUR ANO THE LOGO OF THE PGA EUROPEAN TOUR ARE TRADEMARKS OF PGA EUROPEAN TOUR. 
TOURNAMENT NAMES AND LOGOS ARE THE PROPERTY OF THEIR RESPECTIVE OWNERS. © 1994 ELECTRONIC ARTS. 


CIRCLE #122 ON READER SERVICE CARD. 





onami’s popular 8-bit 

basketball game fi- 
nally makes the jump to the 
16-bit arena. There are 16 
teams to choose from in 
Double Dribble and each of 
the team’s players are rated 
by height, shot, steal, 
speed, jump, power and 
Strength. Konami didnt pop 
for an NBA license though, 
$0 dont go looking for real 
players or team logos. 

Besides the basic Exhibition’ game and best- 
of-five Playoff Tournament, there is a special 
“Multi-Play” mode which takes advantage of 
Sega s Team Player adapter. With a single 
adapter up to five people can play simultane- 
ously; add another adapter and up to eight can 
play. Multi-Play.is useful even if you don’t have a 
r Team'Player adapter as it lets two people play on 
the same team, an option not available in the 
/ Standard exhibition game mode. 

Sadly, the Multi-Play mode is about the only 
thing remotely interesting about Double Dribble. 
The game's presentation immediately turned me 
off; nothing about it looks very realistic. The play- 
ers are drawn ina decent enough size, but they all 
look more like body- 
builders or wrestlers than 
basketball players. The 
game's overhead-angled 
1 view makes it difficult.to 
| tell Where you are under 
_ the basket when going 
+ for a rebound. The ani- 
| mation is extremely 
+) weak, especially the 





V Exhibition/Practice Mode 
League/Season Mode 

V Tournament Mode 

V Substitutions 
Team Construction 
League Construction 
Battery Backup 

V Password Backup 
Instant Replay 


Official License 


VIV2VA3V4H5 


V6V7V8 


Players 








shots from the field which look like some bizarre 
underhand lob shot. 

The game play is pretty unrealistic, too. 
These guys can do chest-passes the entire 
length of the court (in some cases while running 


the opposite direction!). Charging is never 


called; instead you just sort of bounce off of de- 
fenders, as if they have some Sort of force-field 
Surrounding them. The controls are limited to 
the basic Jump, Shoot and Steal moves; you 
can't do a head-fake or give your player a quick 
burst of speed to put a move on a defender: 
From the game's Setup screen you can select 


the game type and adjust the length of the shot © 


clock and quarters, If you select the Norma! game 
over the Arcade setting, you will have to make use 
of the substitution screen as your players will tire. 
Substitutions show another of the games glaring 


weaknesses; you can only substitute players , 
when you call a time out. There is no option to 


shuffle the bench in between quarters or when 
you're taking the ball out after the opposition 
scores. Fouls are called in a Normal game, but are 
pretty rare and seemingly random. 

—Jeffrey Tschiltsch 


DD is a pretty drab-look- 
ing game, but the biggest 
Surprise was the amount 
of flicker; get too many 
guys in a row and watch 
the body parts disappear. 
The best graphics in the 
cart are on the password 
entry screen. 


| liked the intro and menu 
music but turned off the 
repetitive in-game tunes. 
Unfortunately there is no 
way to turn off the color 
commentary which con- 
tains only a couple of 
Static-filled stock phrases. 





Only the most basic of 
moves are supported and, 
without a playbook or the 
ability to assign defensive 
matchups, there is no way 
to develop or execute an 

kind of strategy. ty 


EASY MEDIUM DIFFICULT 





THE LOWDOWN 
What might have cut it in the 
early days of 8-bit gaming 
comes up severely lacking in 
the 16-bit era. Double Drib- 
ble’s Multi-Play mode may 
sound appealing, but | guaran- 
tee you'll use that Team Player 
adapter a heck of a lot more 
with NBA JAM then you ever 
will with this clunker. 
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The digitized players look 
pretty good, but overall the 
graphics have a ‘grainy’ 
look to them. The anima- 
tion isn’t the smoothest, 
and the fact that your feet 
don’t move when sliding 
around the court in a de- 
fensive crouch is. weak. 












































































































































































































































































































































































































































































































































































































































Jammit features plenty of 
bass-pounding tunes that 
will change if your player 
goes near the boom hox. 

















































































































































































































Quick ‘n Slick 




















Each character has their 

























































































Slams & Jams own set of digitized trash- 



































talk that will have you talk- 























Rough & Tough 






























































ing back to the screen in 


























no time. 





















































































































































































































































































































































































































































































































































































































































































































































ar In general the controls are 
ROXY: 6’1” 140 Ibs. fine but the shooting me- 



































Long Shooter chanics can be a bit rough, 
Slaps Away Most as can the special evasive 
Fast dribble maneuver which 

































































often sends your player in 























the opposite direction you 
i expect. Supports the 6-but- 
























































ton controller. 


















































































































































































































































































































































































































































| SLADE: 6’2” 180 Ibs. | : : 
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JUDGE: 6’4” 205 Ibs. 
Tower of Power 


Strong & Fast 
Precise Shooter THE LOWDOWN 


Jammit’s a pretty fun game and 


Be) 
its Slam Cam, digitized player 
graphics and homeboy/girl atti- 
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CAPCOMS 
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V Exhibition/Practice Mode 

V League/Season Mode 
Tournament Mode 

V Substitutions 

V Team Construction 
League Construction 
Battery Backup 

V Password Backup 

V Instant Replay 
Official License 
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Capcom's Souwcer Shootout can deliver four-player simultaneous action to 
those with nultiplayer set-ups, 


apcom jumps on 
the soccer band- 
wagon this issue with 
Soccer Shootout, The 
game is compatible with 
the available multi-player 
adapters, so up to four 
people can play simulta- 
neously in single match 
exhibition or All-Star 
games, Multiple players 
may also compete in 22- 
or 44-game seasons. Un- 
like the EA Sports games 
whieh let you configure 
your multi-player teams 
anyway you wish, Soc- 
cér Shootout does not 
allow more than two 
players to play coopera- 
tively:on the same team. 
There are. twelve 
teams to choose from in 
the exhibition:and season 
modes.,In All-Star games 
you can select one of the 
two fixed-roster teams or 
you Canvhave the game 
generate a “random 
pool” of players to com- 
prise your team. In either 
game type you must Se- 


lect 11 players and four 
_) reserves from your 20- 





man roster. You can set up your team’s game 
strategy by choosing one of the nine preset for- 
mations, or design your own custom formation 
by arranging your players manually, 

There's also an Indoor Soccer mode—where 
the walls surrounding the field keep the ball in 
constant play for non-stop action—a Penalty 
Kick game and a special Training mode which 
lets you practice dribbling, shooting, defense, 
corner kicks and free kicks, 

Soccer Shootout plays like most soccer games, 
with each button representing.a special shot or 
pass on offense and a different kind of tackle on 
defense. You always control the player with the 
ball on offense, but on defense things get.a bit 
Strange. The game doesnt allow you to choose 
which defender you are controlling at any given 
time; instead you control the player nearest the of- 


fensive player with the ball. There is no indicator . 


showing you which player you control, and if two 
defensive players are equally near the opponent 
you control both! In general, the control scheme 
works OK, but it can severely. limit your defensive 
options during a strong attack by the opposition. 
Soccer Shootout is a colorful game with some 
nicely detailed animation and very smooth 
scrolling. There are ten specialty moves, including 
diving headers, bicycle kicks and.shoulder tackles. 
The. screen is Completely. devoid’ of any crowd 
Graphics except after a goal, When you are treated 
to a small celebration cinema. The instant replay 
automatically engages after goals and foul calls but 
doesn't feature any of the VGR-type controls found 
in-other sports games. — Jeffrey. Isehiltsch 





EASY MEDIUM. DIFFICULT 


The players are small but 
quite detailed. Most moves 
are realistically animated, 
but the goalies seem to 
have superhuman diving 
abilities. Some minor scal- 
ing is evident on corner 
kicks and menu selections; 
it’s a nice touch. 


Not bad in general, but the 
calypso-style music really |) | 
Started to grate on me after 
a while and there is no way 
to turn it off. The speech 
samples sound like they 
were digitized from some- 
one whacked out on ‘ludes. 





Overall the controller.re- 
sponse is quite good—ex- 
cept when controlling the 
goalie in the Penalty Kick 
game. The inability to 
switch defensive players is 
a major limitation, how- 
ever; it takes a lot of get- 
ting used to. 
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THE LOWDOWN 

With several different game op- 
tions, Soccer Shootout offers 
arcade players plenty of variety. 
I didn’t care much for the defen- 
sive controls and the limited 
number of teams will disappoint 
true fans, but the four-player 
capability and fast-paced indoor 
soccer mode make this game 
worth checking out. 
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A PARTY ON YOUR 
SUPER NES 


What's new at Bullet-Proof 
Software? Oddly enough, it’s 
hardware. That's right, Maybe 
BPS should start calling itself 
BPH, because it’s selling one 
of the best of the available 
multi-player adapters for the 
Super NES. The Super Link 
allows up to five players to 
compete simultaneously on 
games like NBA JAM, Secret 
of Mana and EA’s newer 
sports titles. The unit comes 
feyzto cco mi ami \'{om oye lle=it0) exo) 0) cs 
coded stickers that users can 

.wrap around their cords to 
keep track of their pads. 
Suggested Retail Price: 
$29.95 
Available: Now 


SEGA’S NEW 
ADDITIONS 


New from Sega of Amer- 
ica comes a mouse for the 
Genesis and a rechargeable 
power pack for the Game 
Gear. The Mega 
Mouse is only com- 
patible with a hand- 
ful of games— 
Tradewest’s Fun ‘N’ 

Games and Activi- 
sion’s Shanghai II: 
Dragon’s Eye are 
the first two—but it 
sure looks cool. A 


B Y 





| sleek black design 
| gives this mouse a 
mean look, and it has 
| three buttons that are 
| easily accessible. Un- 
| fortunately, the 
| START button is on 
| top as well, and it’s a 
| little too easy to hit it 
| by accident. The 
| Mega Mouse comes 
| packed with a smartly 
| designed red and 
black mouse pad. 
On the more prac- 
tical side, Sega’s 
PowerBack is a well-de- 
signed rechargeable battery 
pack that fits snugly into the 
back of a Game Gear. The 
three-hour pack charges in 
just two hours by plugging it 
iia} (om (arcoalarel bce (stop AX @xr= otal o) (<1 
Players can also play while 
the pack is charging, but it 
takes four times longer to 
charge that way. 
Suggested Retail Price: 
$39.99 (Mega Mouse) 
$44.99 (PowerBack) 
WET Ele) (ea (ey 


JEFFREY 


VEST 10 KILL 


If youre a game fanatic, 
why not dress the part? 
Since vests are all the rage 
this year, it's only fitting that 
one be released for the gam- 
iigtefsrexe}at=yey (e]bfcyiret-jal(elabire)| (oy iies 
ers. Fans of NEC’s obscure 
Japanese Virtual Cushion 


peripheral will undoubtedly 


embrace the Interactor Vir- 


tual ‘Reality Vest by Aura. 
Systems, Inc. Using technol-. 
ogy similar to that in the vir- 
tual rides at the Luxor Hotel — 
in Las Vegas, the vest con- 
tains a powerful speaker lo- | 
cated in the lower back area < 


that converts low-frequenc 
sound effects of video games 


alten ele-telelns through yo 
body by bouncing the sound 


frequencies down by factc 


of four. The threshold filt 


adjusts levels . 
of higher fre-— 
quencies like | 
music, so that | 
gamers can | 
vary the range 
of sound fre- | 
quencies they | 
can “feel.” 

The Interac- | 
tor can hook up | 
to any audio 
output, so you 
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can shake to the noise 

| of your game systems, | 

stereo or even your | 
television. The thought 

| of Rosanne Arnold’s 

| voice vibrating through 

| my lower back literally | 

/ sends chills down my 

| spine! 

| Suggested Retail 

| Price: $89.95 

_ Available: September 


STREET 
CHEATER 


| Are you just too 
! lame to execute a 
special move in Street 
Fighter Il? The Fighter from 
alatenactivelay iiss talenyer-tolawiiiaal 





four buttons full of pre-pro- | — 
grammed special moves for | 
all 12 characters in SFiland | . 


SFIl Turbo for your Super 
NES. The pad works great, 
but the response is a little 
weird because the “special 


move” buttons perform each 
_ move in both directions (so 


they work whether you're 
facing right or left), which 


means you'll see a few 
extra punches, kicks or 
_ crouches mixed in there. If. 
son Te e Hatt in the street 


YOUNG 





[oe ert a, 




















Make checks payable to L.F.P., Inc. Basic subscription rate: $24.95. 
Your first issue will arrive in 6 to 8 weeks. WATCH FOR IT! 
OFFER EXPIRES OCTOBER 21, 1994 COTA8 


Mail To: Computer PLAYER, P.O. Box 16927, 
N. Hollywood, CA 91615 


Pla. or 


Bp pm YC! ome ansseot 
) Oo o R NTE R FACE TO i Sign me up for a one-year (12-issue) 
oo I subscription to COMPUTER PLAYER ! 
A DIGITAL Gore eee es 

ImrcpTF IAIN, 4 66% off the annual newsstand price! 
NTERTAINMENT | 
] Nome i 
— @3~=ECRREALITY! = 
- I A 
ens | ch 
TD staterz f 
COMPUTER | ————— 
MULTIMEDIA GAMING & BEYOND # Exp. 
i signature ] 
i Money back on unmailed issues if not satisfied! Foreign add $10. i 
i i 
i { 

L 


seems eee RE 


SAVE 66% 
OFF THE COVER 
PRICE 


Limited-time offer...the price for a year’s 
subscription to COMPUTER PLAYER will increase 


in the next few months. 


> ComPUTER PLAYER is your guide along the 
Dy vast, high-tech, multimedia electronic 


) entertainment highway. Everything 
O Nn ly "> you'd ever want to know about enter- 
Fs) tainment for your IBM PC, Mac, 3DO 
$ Ob : or CD-i is in the pages of COMPUTER 
1 0. PLAYER. From provocative features to 
‘ ' news and happenings in the industry 
to candid opinions of the newest 


games on the market, COMPUTER PLAYER 
is your source for desktop entertainment. 


for a one-year 
subscription! 
(12 issues) 


SONIC DRIFT 
SEGA 
Game Gear 
4-Meg with Battery Backup 
Just released in Japan, Sonic Drift plays like a cross between 

Super Monaco GP and Super Mario Kart...but this time, the 

stars of the game are Sonic the Hedgehog and his friends. 
There are four characters to choose from: Sonic, Tails, Son- 4 : Da 
ic’s girlfriend Amy and Eggman (a/k/a Dr. Robotnik.) The : pe. 

competition is fast and furious, but friendly. y 
ase 2 





As you might expect, you can 
grab speed-up icons from the road 
and really burn the tracks. There’s 
also a two-player “Battle Mode” op- 
tion. Three levels of difficulty— 
green, yellow and red—offer six 
races each. Will the game be re- 
leased in the U.S.? It’s a pretty safe 
bet; considering Sega’s underdog 
status in Japan, we doubt there will ever be any Sonic titles released 
overseas that don’t make it to these shores. 





Sumo Wrestling, the 
kanohana, both in their \ 
le of years. They're 
at a nation of 100 million can 
two 300-pound wrestlers? 
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P scivpins | RBI BASEBALL, the hottest 
ES, | line of baseball games ever, is 
coming at you with its latest, 
greatest version — RBI’94! 


@ Game play that’s twice as fast as RBI 93, plus 
rotoscoped animation for incredibly lifelike 
movement of runners, batters and the pitcher! 


@ On-screen baseball card-style player 
pictures with their ’93 stats. 


@ MLBPA licensed, which means over 800 
real players from 28 real teams. 








@ More and higher quality music, voices and sounds 
— featuring audio play assist by Jack Buck. 


@ Uses the real 94 baseball schedule for a full 162- 
game season, playoffs and world championship. 


Cs) avon cor-tsyercmu alow atcn nia ot2ci ex @Xc lus] EAU/otsi men htatsiloyel 


structure starting this year. 
Lo 


[Sacer rom ier <°y,| RBI’94. Everything else is old. | 


=. 


RAT WANN 


Ps 





675 Sycamore Drive, Milpitas, CA 95035 (408) 473-9400 


RBI: TM & ©1987 Atari Games. Licensed to Tengen, Inc. All 
©MLBPA tights reserved. Sega and Genesis are trademarks of Sega 

H Enterprises, Ltd. All rights reserved. OMLBPA. Official license 
of Major League Baseball Players Association. 
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Play with real superstars. 
See their pictures and 
stats on-screen. 





‘i FRANK Tuomas 


DAvE HENDERSON 


















Rated by V.R.C. 






This official 98 your assurance that this product 
meets the highest ity standards of SEGA . Buy games 
and accessories with this seal to be sure thatthey are 
compatible with the SEGA” GENESIS" SYSTEM. 








General Audiences 


CIRCLE #123 ON READER SERVICE CARD. 








Characters from the 
popular animated movie, “An American 
Tail,” and the hit home video are now in 


Nh 4 | 
America's Most Wanted video game! awesome stereo sound bring the magic 


of the movie right to your 
fingertips. 


“Fievel Goes West,” for play on Super 
NES, features the world’s feistiest mouse 


in a Wild West adventure with multiple levels 
V- Yep, pardner, mosey on 
of challenging fun. Incredible graphics and / ie y 


PveeN cele eee down and lasso it 


HUDSON SOFT” for yourself! 
Cail lim Ordlexe 800-2 MARIO 2 


Mon.-Fri. 8 AM - 6 PM Sat. & Sun. 10 AM - 3 PM 


© 1994 Hudson Soft USA, Inc. Hudson Soft is a registered trademark of Hudson Soft Co., Ltd. Nintendo, Super Nintendo Entertainment System and the Official Seals are registered trademarks of Nintendo of America Inc, 
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Mail completed entry form (copies okay) VGM 
aT hefore October 10, 1994 to: “Fievel Goes West” 
; | 8652 Thornton Ave > Newark * CA 94560 
100 CAN 100! 3 AME 


ADDRESS 
WIN A TRIP FOR FOUR TO FIEVEL’S PLAYLAND cy 
AT UNIVERSAL STUDIOS HOLLYWOOD! —coletrating 30 years of move-making 
Grand Prize includes: action, adventure and fun. STATE 


* Two-night hotel stay and rental car 


* Two-day admission passes fo Universal Studios Hollywood i IS PHONE ={___] 


: Round-trip dir, transportation to Los Angeles on USAir The Official ‘Airline of Universal Studios Hollywood BIRTHDATE Monta (yea 


Id. Winners notified by tele 


10, 1994, Entry forms property of Hudson Sof 
1 US. only. V " 


sub: visions and related comy 
ity Studios, Inc. & Amblin Entertai 





